
CHOPPER 

Core s TiTunderhawk 
H outguns the enemy. 






BALLS! 

Jimmy White's 
Whirlwind Snooker. 



EXCLUSIVE! 
BULLFROGGER 

Amazing secrets from the 
PowerMonger team. 

TRICKS 'n' TACTICS 

layguides, pokes and cheats for: 
Gods, Monkey Island, 
Super Mario World, Space Quest IV, 
Prince of Persia, Strider. 




LATEST TITLES PREVIEWED A REVIEWED INCLUDING: EYE OF THE STORM, MEGATWINS, 
THUNDERHAWK, JIMMY WHITE'S WHIRLWIND SNOOKER, CASTLES, CENTURION, ALIEN STORM, 
MAUPITI ISLAND, BEAST BUSTERS, ELF, WILD WHEELS, HATRIS, C-LOC, HALLEY WARS, PACMAN, 
PSYCHIC WORLD, R-TYPE II ft SUPER R-TYPE FACE OFF ...AND MANY. MANY MORE! 
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IVE SEEK TO DESTROY. 

i WHh versatility to make best use of a wide range of 
fflrtfatrous missions, the Hunter is a breed apart 

ns, veh***rf structures found in his amazing three- 
attack i survive. The Hunter has the will to win. Do you? 




Available in September on Amiga A Atari ST 



Drive.'' 
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Special thanks to Performance Car rnaga- 
une for their assistance with this month's 
Lotus pictures 





BULLFROGGER 



Surely this cannot be. Bullfrog, top developers 
of brain-games like Populous and PowerMonger 
long to produce their own Frogger game? What 
on earth Is going on? 

But no. Straight up. on the level, no messing. 
We're on the up and up. This, dear reader, is the 
game Bullfrog would really like to produce. 

In the first in an occasional series, we ask 
rated programmers how they would, with the 
benefit of their silky smooth techniques, put 
together their favourite games of yesteryear. 

Turn to page 86 






SHOCK IT TO US! 



Odd, isn't it? In the entertainment business 
these days you can't move for shocks. It's a 
roaring trade again. What with Patrick Bateman chopping up old 
flames in American Psycho, Henry doing for all and sundry in Portrait 
of a Serial Killer and all yer top rappers singing about flashlights and 
shootings, the public's appetite for visceral thrills seems boundless. 
And yet software would appear to be taking definite steps away from 
this aspect of its supposed sister industries. But is it necessarily a good 
thing? Shouldn't older gamers have the opportunity to buy games 
which would pump their adrenalin just a little bit faster? Whatever else 
you might think, it'd make an interesting change from stacking hats. 





SnoohM loopy nut» w» And to 
will you bo attar y tin vr raad The 

review on P*ga ill 




COVER STORY 

LMui } may well turn out to be 
Giemlin'j biggest seller to data But 
cashing in on lost year's success story 
could eailly have turned Into this year's 
nightmare for development tea 
Magnetic Field*. 

We talked to the teams at Fields and 
Gremlin to learn just how they Intended 
lo put a new spin on the race genre, and 
In particular what new elements could 
be Included to Improve on their undeni- 
ably excellent prequel. 

The Feell The Frantic Bendil The 
Fog! They're all detailed on page 40. 
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features 



20 SCARY MONSTERS 

ACE visits the Planet of the Gamers, a strange, 
disturbed world who's inhabitants have evolved 
after centuries of playing particular types of 
games. Anything but a pretty picture, its a 
white knuckle voyage into the hearts and 
minds of an alien nation. Well, alright perhaps 
not. 

24 QUESTION TIME 

The ACE readers, we know, likes to pride them 
selves on a higher degree of industry knowl- 
edge than most. And here's the chance to 
prove it. 

27 DIGITAL PICTURES REVISITED 

You've seen their graphics! You've seen their 
faces! And now you can hear them speak! 
Intrepid reporter Rovin" Dave Upchurch licks his 
pencil and asks the questions. 

32 COIN OPS 

John Cook feeds the latest slots and offers his 
considerable wisdom as to the most recent 
developments in the field. 

35 VIRGIN CONFERENCE 

Virgin Games open their doors to perhaps the 
most motley crew of visitors it's ever had the 
"pleasure" of looking after - ACE readers! Read 
about their horrible ordeal of free crisps and 
Coke and goodie bags - if you dare! 

39 IN THE WORKS 

A further three games currently in, if you must, 
"development" get the critical eye treatment. 
• Lotus 2 • Eye of the Storm • Mega Twins 

REGULARS 

7 ACE GAMES NEWS 

Rik Haynes scours magazines from around the 
globe, cuts them up and makes up some appro 
priate captions. 

1 1 ACE TECH NEWS 

Gadgets, widgets and gizmos. But absolutely no 
printer cables or disk box holders, thankyou. 

14 LETTERS 

The write stuff. 

84 TRICKS'n'TACTICS 

This month's lucky games to receive the envi 
able T'nT treatment are Gods from the Bitmaps. 
Monkey Island from US Gold, Super Mario 
World on the Super Famicom. and Space 
Quest /Vfrom Sierra. We'll also be paying a 
return visit to old friends Prince of Persia and 
Strider. 




Some good news (or those 
phym who have a/ready 
conquered Castles from 
Interplay and llectmnk Arts, 
An add-on datadlsi - parted 
with estm minions, castles 
and icenanos - wiSI be out In 
hie September fat around 
CIS, U contends Castle* 
watoneaf their biggest em 
shlp-ouls for a PC Mfc Turn 
to page $6 Hrou want to find 
mi mart.,. 



Rik H aynes with m ore out of this 
world stories... 



Take The A-Train 

If you're bored with being a Railroad Tycoon, why not take the A-Train? 
This lively locomotive simulation is steaming lis wuy over from [apan. 
SimCity creator Maxis has picked up the European and North American 
rights and is initially working on a PC adaptation which it hopes to 
release early next year 

Superficially, A-Train from Artdink is the 
lapanese version of the popular Mlcroprose 
game - except in Railroad Tycoon you just tried 
to get rich, with the Maxis release you're trying 
to be a good city administrator. You have to 
raise money, buy land, put in your rail and run 
the trains. Simple, eh? 

"This Is sort of a living train-set," asserts 
Maxis boss |eff Braun, "You can |ust let it run 
and see Ihe trains moving around und the 
buildings growing and shrinking. There's all 
kinds of detail going on. Keep an eye peeled for 




Taka tha a train took* tomawhat famdlor lo u* Sim City 'in*, 
but "f radpal to good. who'* complain I ray 7 (Many thank* 
to lapan'i Log-In magatlna for pormliiton to um this 



the amusement park and ski areas.' 



The Rescue Of Princess Blobette 

The blob is back! Continuing the story of the award-winning A Boy and His Blob, The Rescue 
of Princess Blobette for the Gameboy has been licensed by Nintendo itself for release in 
Europe later this year. 

lellybean-lovlng alien Blobert and his Earth-boy companion are back in a brand-new 
adventure taking them to the Royal Castle of Blobolonia. Navigating the traps and secret 
rooms, the player must rescue the Princess from the 
clutches of an Antagonistic Alchemist and eat as many 
jellybeans as possible! 

Absolute Entertainment's The Rescue of Princess Blobette 
Is the creation of David Crane. This veteran video games 
geezer gave us the memorable Pitfall. Ghostbusters and 
Little Computer People when he worked for Actfvision. 
Crane is now completing development of a new Simpsons 
Gameboy title for Acclaim. 

• toy and Ifobort lackic tha Antagunltt AUK.rr.Kt on tha Gam* Boy 





Star Wan - nKurractlno; toon on a pliallatad Kraon naar you 



Star Wars 

ACE can exclusively reveal Lucasfllm Games 
In California Is secretly working on a Star 
Wars flight simulation based around the 
renowned motion picture. 

Many of the best designers and 
programmers at Lucasfllm Games have been 
assigned to the project which focuses on the 
rebel X-WIng fighter flown by Luke Skywalker 
In the original movie. Although development 
has hardly begun, an Insider suggested the 
game Is already looking like a potential 
blockbuster. He told us the graphics engine 
found In Secret Weapons of the Luftwaffe 
(reviewed elsewhere In this Issue) has been 
refined beyond recognition and used to 
create the realistic imaging of Imperial Tie 
Fighters and Star Destroyers. The Millennium 
Falcon may even make a special guest 
appearance along with a few Star Wars 
characters like R2-D2 and C-3P0. 

Lucasfllm Games has previously enjoyed 
considerable success with Their Finest Hour 
and Indiana Jones and the Last Crusade 
games for the PC, Amiga and ST. 
Birmingham-based US Gold handles these 
prestigious products In the UK. 
Unfortunately, nobody there could throw any 
light on the matter of an X-WIng slm. 

Sue Seserman at Lucasfllm Games 
confirmed the existence of the new Star 
Wars project but added the company Isn't 
definitely committed' to ft... yet! If the go- 
ahead is given, PC players could be 
attacking the Death Star within a year. 

Meanwhile, French firm Ublsoft is devising 
a Star Wars title for the Nintendo Gameboy. 
Indications are that this handheld game will 
be similar to the NES console adaption of 
Star Wars - due for an autumn release from 
Lucasfllm Games and JVC Musical Industries 
(see ACE 42 for further details). A 
spokesperson for Ublsoft said the movie Is 
like a big video game and Star Wars will be 
one of the most exciting Gameboy titles 
available. 




Robocop 3 Ls turning to the 
Suprr NES In Ihe first quarter 
of 1 992 lhanks to Ocean, 
'loin ihe homeless of 
Detroit. * to Ihe sales-pilch 
goes, "as they baffle Ihe evil 
Splat terpunks and ftehabi 
who are trying to level the 
city. Jtrtto an eleven-year-old 
computer wiiurd will help 
you and your armaments 
save the dty.' 
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Luther CoddMwt nf Pbobo* 7 from ttw 1«y»r»d«ry Stevs 
know* vthmt w»'ll b* *™tng In th« multimedia version 



hlanmhy. TKa (unapt worked pretty well In t»«t only formal - ha«»«n 



Demon > Caff tor PC. Amiga 
and SJ Is being described at 
an 'Vliimo-beater' by 
Gremlin and Imagilec. 



Leather Goddesses Of Phobos 2: 
The Gas Pump Girls 

Are you ready to be whlp-tlckled by the Gas Pump Girls? Actlvlston Is set to launch Leather 
Goddesses ol Phobos 2 onto poor unsuspecting PC adventurers. A CD-ROM version Is also on 
the cards. 

The state-of-play has dramatically changed since the release of the original game. To 
compete with the likes of Sierra On-Une and Lucasfllm Games, Actlvlston has enlivened the 
sequel with 256-colour VGA graphics, 'hundreds of scenes of animation', digitised voices and 
music, a point-and-click Interface and characters which can speak five languages through the 
usual sound boards. The first Infocom Multimedia- Adventure Game has been designed by Steve 
■Zork Zero' Meretsky. 

Like a typical B-movte, Leather Goddesses of Phobos 2 sees a small *50s American town ter- 
rorised by a meteorite and an alien Invader. Only the military and a group of attractive gas 
pump girls can save the day. Ugty girts Just couldn't do the Job, obviously! 

Actlvlslon Is including a 'Free Ufa Size Sound Enhancer' widget to play sampled sounds 
through the parallel port on your PC. 



Video games supremo 
Nintendo Is now ranked 
among Ihe lop thirty 
lapanese companies. Ahead 
of Nissan Motor. Pioneer 
Electronic and lapan 
Airlines. Within grasp of 
Sony, fuillsu, NIC, Toshiba 
and Mitsubishi Heavy 
Industries. 



Dune 



Before he created Twin Peaks, cult director 
David Lynch attempted an epic scMl movie 
based on a Frank Herbert book. Dune may 
have had Sting and Spice but the result was 
confused and catastrophic. With two comput- 
er games concurrently In the works, Virgin 



Games looks set to continue the confusion 
but hopes that's where the similarity will 
end. 

With developers In the USA and France 
writing two separate strategy titles, Virgin 
Games still Isn't quite sure about this 
mammoth undertaking. How would you turn 
complicated novel into Interactive 
entertainment? 



"At the moment we're trying to decide 
what to do," verifies David Bishop at Virgin 
Games, "It's going to be decided when we 
get a playable version of both games." 

News wonders quite how the massive flop 
"curt" movie will end up In computer form, 
but Is keen to see the results nonetheless. 

Dune should be available In spring 1992 on 
Amiga, PC and ST. 



The Chaos Engine 

Those busy Bitmap Brothers are readying another release in the 
depths of London's East End. The Chaos Engine has very little to do 
with fractal geometry theory and instead mixes 'the finest points of 
computer role-playing games and classic Bitmap Brothers action'. 

Players control up to three characters with individual abilities and 
weapons on a look-down cightway scrolling arcade adventure to 
destroy the dastardly Chaos Engine and a horde of creatures. 

"These monsters employ intelligence and cunning using a unique 
form of behaviour modelling," claims a spokesperson at Renegade 
Software. "Additionally, the game encourages teamwork and charac- 
ter management" 

The development group has oodles of experience with top-selling 
games like Speedball 2 and Gods. Eric Mathews and Phil Wilcock are 
designing The Chaos Engine, Steve Cargill is punching the code, 
graphics are the responsibility of Dan Malone with music and sound 
effects provided by Richard Joseph. 

The Chaos Engine should be available this winter. 
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Plan 9 From Outer Space 

Generally regarded as the worst film of all time. Plan 9 from Outer 
Space is coming to the Amiga, PC and ST early next year courtesy of 
Gremlin. 

Enlisting the talents of a few ex-Cinemaware programmers in 
Ireland, Gremlin is busy converting this 1959 black and white sci-fi 
shocker into an action adventure. The team reckons this game-of- 
the-movie will be unlike anything you've played before. "We don't 
want to make the usual mistakes made by our competitors,'' con- 
finned Ian Richardson at Gremlin, "We're taking our time on this 
project and aim to get everything absolutely right." 

Finding the holder of the rights to Plan 9 has proved to be a task in 
itself. The production of the original movie was plagued by problems 
and a severe shortage of cash and talent. Tragedy struck after only a 
few days of filming when leading actor Bela Lugosi suddenly died 
and the director ended his career writing pornographic novels. Will 
Gremlin face similar problems? 

Fans of Plan 9 will be pleased to hear Gremlin will include a video 
featuring edited highlights of the movie. Additionally, there are 
rumours of a West End theatre production planned for later this 
year. 
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Laffer Utilities 

The programmers at Sierra On-Line are continually larking around 
so they've come up 'the ultimate in productivity software' for your 
office PC. Laffer Utilities is an off-beat collection of programs 
designed to keep boredom at bay. 

"Now you can efficiently waste time at work," remarked a 
spokesperson, "pretending to be hard at work while you actually cre- 
ate lotteries, play games and read jokes." 

The database of gags, supplied by ol* Leisure Suit Larry himself, 
can be fine-tuned by playing with the humour level and 'Filth-O- 
Meter'. 

A built-in safeguard feature in Laffer Utilities immediately changes 
the screen display, just in case the boss suddenly looks over your 
shoulder. 



Dan Dare 



The Pilot of the Future and hfs faithful companion Dlgby are to star In 
a multi-million pound series for television, so Virgin Games Is consid- 
ering re-releasing their Dan Dare computer games to take advantage 
of this renewed Interest In this seasoned comic book hero. 

Zenith, the acknowledged TV production company behind Inspector 
Morse, Is pumping huge amounts of cash Into the shows which 
should air on ITV early next year. 

Virgin Games has supposedly retained the computer game rights to 
Dan Dare, though a spokesman for the firm said he doubted they will 
do a now game to coincide with Dan's TV debut. "We might got for a 
special compilation package," he announced, "Dan Dare II was my 
personal favourite." 
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More del ads have surfaced 
on the new CD-ROM add-on 
dnve tar Sega's Megadrtre 
vidro games console, fat 
tram bring a slondatd 
system, the Mega-CD can 
scale and rotate sprite* cour- 
tesy of a built-in 6B000 
" ■ ■ r .',-■..!.. i ' running at 
12.SMHI and at megablti 
of butter RAM to speed 
thing* up. Roughly thirty 
games are currently being 
iie\*loped tor the Mega-CD 
In lapan. North America and 
Europe Sega foM ACE the 
machine will be available In 
the UK rum year. A price Is 
yet to be set. 



Who's pushing the envelope of 
electronic wizardry? Rik_Haynes 
finds o ut... 

Putting On The Polygons 

Not wishing to be left behind in the race to create virtual realities. 
Japanese coln-op giant Sega Is now developing spectacular polygon- 
pumping visual technologies. These could hold the key to a new 
generation of arcade gaming. According to leading Sega scientists, 
the humble coln-op will soon be showing sophisticated computer 
generated Images similar to those normally seen In movies and 
military flight simulators. 

Most sprite-based titles, typified by Sega's Out Run and G-Loc, tend 
to be simple driving and flying games where the programmers manipu- 
late motion objects to create the Illusion of speed. 

Designers of games utilising photorealistic polygon graphics can cre- 
ate their own worlds for players to enter and experience. Right now. 
complex polygon-based games are expensive to develop and produce, 
but systems like Mlcroprose's F15 Strike Eagle and Vlrtualrty from W. 
Industries are showing the way. 

"We're working on a very powerful system right now," claims a Sega 
spokesperson. "It's simply a question of Improving polygon-generation 



Video Painter 

Not everybody needs or understands the 
latest font editor or sprite animation 
package for their computer. Video Painter 
from Vtech Electronics (0235 
555545) is an 




easy to use electronic sketchpad for kids 
with a spare £80 in their piggy-bank! 

Connected to a normal TV set and 
operating on batteries or a 9V AC adaptor, 
Video Painter provides the young artist with 
twelve bright colours and six different 
patterns to play around with. There is also 
an extensive library of over 50 predrawn 
images including vehicles, fantasy 
characters, people, animals and shapes for 
those poor unartistic souls who need a help- 
ing handful of pretty pixels. 

"Added entertainment is provided by the 
animation mode which brings objects to 
life," promises a spokesperson for Vtech 
Electronics. "As if that were not enough, 
Video Painter can also connect to a VCR 
for picture storage with no extra 
attachments required.'* 

Vtach Elactronks a. trying in umpi \ >" — y < ai old 
plMl ptcauo* with tha Vtdao Paint** alactronk 
tkatchpad 




Compllmanlary paanuft no tongar enough) fated with 

flight bculom. paitangao ara demanding awac mora fofma 
of rdgh-tach laliura. Sy»t*rm Ilka Skyvlaw, a compact TV and 
VCll built Inlu tha armrait. put* pai i anga n In rnntrol ol 
thalr own antertalnmant to thay can watch -idem In tha 
comfort of thak Mat. 

Sky-High 
Video Games 

Flying business class on Japan's All Nippon 
Airways certainly has its benefits, namely free 
video games! Passengers on long trips from 
London to Tokyo are treated to luxurious seats 
with individual IV monitors and a wider choice 
of stereo channels offering high-quality CD 
sound. 

Konami, a respected lapanese software house, 
has created six video games for the airline 
including a colour conversion of the Gameboy 
title. Quarth. and a popular golf simulation. 
Uttle is known about the actual system except 
the software runs on Sony screens. Now you 
really can join Ihe mile-high club! 

For reservations or more information contact 
your travel agent or All Nippon Airways on 
(071 495 7667). 

Rappa 

Better known for toy trains, Hornby is 'on 
the beat' with a portable drum machine, 
Rappa is the size of a Walkman and consists 
of one large pad for the bass drum and four 
smaller pads providing snare, tom-tom and 
cymbal sounds. Each of these four touch-sen- 
sitive finger pads can be varied to produce 
two other percussion sounds such as an elec- 
tronic snare, cowbell, clap and carnival 
whistle. 

"Now you can rap to your favourite rave 
with the latest and most sophisticated chip 
technology," suggests a wired-in 
spokesperson for the company, "So next time 
you're listening to a groove, remember to 
strap a-Rappa to your stereo and boogie-on- 
down." 

1 can't believe they 
said that, either! 
Rappa costs £30. 
For more rap 
and chat 
write to 
Hornby, 
Westwood, 
Margate, 
Kent CT9 4.X. 

Drum along to 
your favour! ta 
track! wllh 
Hornby"* radical 
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Digital Art 

Verbum, the Journal of Personal 
Computer Aesthetics, has 
launched a CD-ROM magazine 
which features a showcase of 
animation and Interactive 
multimedia works, Interactive 
columns and feature stories, 
with music and images from 
musicians Todd Rundgren and 
Graham Nash, and several recog- 
nised electronic music 
composers. This Is the perfect 
way for you to experience the sub-culture of electronic art. 

"Verbum Interactive allows the 'reader' to Interact with the 
magazine In a way that has never before been possible by making 
sound, motion and Interaction with the magazine's contents available 
In a free form, reader selectable way," chirps the cheerful publisher, 
"We're pleased to be playing a catalysing role In this exciting Held of 
converging media." 

The first two-disc Verbum Interactive edition contains over 500 
megabytes of text, graphics, sound, animation, 20 minutes of music 
tracks, 60 minutes of audio Interviews and 150 pages of printable 
text. It costs $50 and requires a Macintosh SE30/II with 5MB RAM, 
8-btt colour monitor and CD-ROM drive. 

Verbum plans to launch a regular quarterly subscription service in 
early 1992 with editions for Macintosh, MS-DOS, CDTV and CD). 
Write to Verbum, PO Box 12564, San Diego, California. USA for 
further Information. 

Expansions 

Things really get new age with the Expansions pattern generator for 
the Apple Macintosh. Based on geometric modules which contain 
crystal-like rules of growth, viewers have Interactive control over the 
creation and modification of these modules. Thus a vast number of 
patterns may be quickly created, making Expansions the perfect gift 
for architects, clothing designers and Illustrators seeking Inspiration. 

These strange patterns grow within a 1280 by 1280 pixel array and 
may even be grown Inside the artwork of Imported MacPaint compati- 
ble documents for crystalline chaos. Expansions Is priced at $79.95 
and comes with over 100 predefined pattern definition flies and a 132 
page illustrated manual. 

Author John S Stokes III has been updating the software since 1985 
and his company Pixel Pathways (0101-619-294-8686) Is currently 
devising other forms of 21st century computer aesthetics to 'open up 
new creative possibilities'. 
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Panasoic Digital AV Mixer 

If your home videos are looking a little tired, why not try Panasonic's WJ-AVE5? This Dlgit.il 
AV Mixer can turn out a variety of special effects like fading, stroboscoplng, audio mixing and 
96 wipe patterns. The Plcture-ln-Plcture function enables you to fit an entire Input Image Into 
a smaller area of a rectangular wipe pattern. Wipe scrolling direction can be selected and 
even reversed to provide greater Interest. 

Panasonic sees the device as a great advantage over existing equipment thanks to the 
wealth of easy to use features built Into the WJ-AVE5. "It's packed wtth technology to provide 
many Innovative effects," assures the company. "Video Editing has become real funl" 



The nent limr you buy a 
toryer. tries and strawberry 
choke at Burger King in the 
USA you may find yourself In 
the midst of a Cable News 
Network with trkvtiton moni- 
tors and satellite dishes 
recounting the lateti newt, 
entertainment and 
advertising tn an endless 
torn-minute cycle. Rival fast 
food chain Pizra Hut has 
already nm successful experi- 
ments with video lukebaies 
at three outlets in Chicago. 
And they say II could never 
happen over hor .„ 
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Desert Storm On CD-ROM 

Unlike any war before ft, the Gulf War encouraged the use of startling 
information and communication technologies. News reporting via 
satellite link-up came of age during the conflict and now Time 
Magazine has pioneered a new form of publishing with Desert Storm: 
First The Draft of History. 

This multimedia magazine on CD-ROM Is a Joint venture between 
Time Magazine and Warner New Media giving you a week-by-week 
look at the Gulf Crisis via an 'extraordinary volume of war-related sto- 
ries, reports, photographs and maps'. 

Information junkies will be slobbering over their Macintosh because 
the forty-dollar disc contains more than 6,000 screens of information. 
Including exclusive audio reports and other unique material 
previously unavailable to the general public. 

"Eventually, electronic Journalism should find Itself sold on 
newsstands," says Wamer New Media's president Stan Comyn, "The 
next step would be transmitting it to home recorders via cable." 

Developing a good multimedia product requires a lot more painstak- 
ing planning than say a book, play or film. After the Idea Is struck 
upon, an Interactive designer decides how the product will work, 
what the Interface will look like and. crucially, how the user will navi- 
gate through the disc without getting totally lost In a mass of 
multimedia. 

Wamer New Media Is currently working on a number of projects 
with other divisions of publishing giant Time Wamer such as 
Time/ Life Books. Sports Illustrated, Time Magazine and DC Comics. 

"Multimedia has become a revolution Just as The Talkies and 
Technlcolour revolutionised Hollywood." proclaims a spokesperson, 
"By developing new forms of Information-rich entertainment from 
mixes of graphics, music, Interactivity, animation, computer control, 
narration and video, Wamer New Media is defining future home enter- 
tainment." 



Stereo Replay 

Is the Stereo Replay the first stereo sound sampler for the Atari ST 
range of computers? Microdeal certainly thinks so. 

"This completely new hardware cartridge contains dual analogue- 
to-digital and digital-to-analogue convenors to ensure the ultimate 
in 8-bit sample quality," and there's more, "The twin phono outputs 
provide the user of a standard ST with high quality stereo output." 

Stereo Replay costs £90 and comes with a Stereo Editor program 
which allows you to manipulate mono and stereo samples in 8-, 12- 
and 16-bit rates. With the Stereo Beat software you can load up to 
15 different samples into memory and then play three-channel 
sounds out from the stereo ports of the cartridge at the same time. 
Groove is in the house, yet again! Microdeal can be contacted on 
(0726 68020). 



Rapman 

Groove is in the house thanks to Casio's RAP- 
1 mini keyboard which aims to tap the cur- 
rent popularity of Rap and House music 
among the yoof of today. "The freshest key- 
board ever is one to make your massive 
green with envy," say the hip dudes at Casio. 

Now trainee keyboard jockeys can create 
their very own meltdown mixes via the built- 
in 'Scratch' disc, mini microphone, three 
drum pads and thirty auto rhythms reflect- 
ing the latest dance styles. 

Special sound effects are produced by 
Rapman's Voice Effecter function which 
enables rappers to modulate their voices 
approximately one octave higher or lower 
than normal. 

Rapman RAP-1 costs around £70 and is 
available from your local Casio dealer. 



Younger faro of Vanilla la and MC Hammer should Ilk* 
Cail i! > fTO Rapman keyboard with Its built-in 'Scratch' disc 
and rap beatv 




GAME SOU NOT HACKS 

Gel ready to throw out your 
Chesney Hawks CO singles 
because there's a new form of 
music on Ihe scene. 

Newcomer Digital Dreams 
has remixed famous Amiga 
game soundtracks Into a series 
of ((impact disc collections lor 
eight quid a go. Each CO 
features approximately 4S 
minutes ■< irlri of music from 
leading software companies. 
K iel and Teledisi eat your 
hearts oult 

' Jhh idea will Infect extra 
enthusiasm and eicilement 
Into Ihe computer market, ' 
believes Simon Palmer al 
Digital Dreams, 'Who knows, 
maybe In a few months time 
we 1 see people getting down 
lo one of these tunes on Top of 
Ihe Poos.' 

More compilations are on 
their way. Including sounds 
from video games on Ihe 
Megadrive and PC. So if you're 
after a DAI 4BVU remix of 
Impossamole. Switchbtude 2, 
Awesome and Shadow of Ihe 
Beast loll, lo Digital Dreams 
on 10602 75499 1 1 and tell 
them ACt senl you. 
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Last year, ORIGIN defined the 
state of the art in computer games 

Now, we're doing it all over again 



CO 



3 





A Chris Roberts Game 



^^^^^ 



All new graphics - the latest advances in 3-D technology! 
Dynamic Intelligence ' - the better you fly, the better your foes fly! 
Totally new challenges - including bombers, tailguns and more! 
Instant replay - get an audience-eye view of the action!* 
Digitized speech - unique voices for every character!" 
C/nematic storytelling - you're the star in a whole new story! 



for your local dealer, Contact 

Mindwape International I Id, 

The Coach House, Hooklands Estate, 

Sttyms Hill, 

West Sussex RH17 7NC 
M; 0444 831 761 



fflffORIGIN 

•> 

for MS-DOS w/640« ("IMS Memory raqw-«d (or Intrant ..pin, and -t.-j. 

vpecah); 3S6-iolor VGA or 16 <olo> I OA: Ad lib. Sound tlo it* r ond Roland lound, 
Sound Waiter req'd fo> digitiied tpeeih; movtr. (opilKh; hard drive required. 
Sound Waiter. Roland MT-32/IAK-1, Ad Lb ore regltrered rrodemorii ol Creative 
Mink lobi . "oland Corp.. ond Ad lib ln<- retpMfnory. WM9 Command*! B it a 

Nodemarb ol OBIGIN S r <lem«, In-. ' 1991 ORIGIM S,ii™i In. 




ANYONE FOR 
FOOTBALL? 

I just thought I'd write and tell you about our 
Computer Football compo we are running in the 
Merseyside (mainly Liverpool) area. We will be 
staging a compo to win a Sega Megadnve some- 
time in December. The compo will be staged 
sometime in Liverpool and we are looking for 
people to enter. 

The compo will use Kick Off and Kick Off 2 for 
its knock-out round and use STs only (they are a 
lot faster!!). If you could mention us, we would be 
grateful. 

We only ask that the competitors bring their 
own joystick and the entrance fee is five pounds. 

Merseyside Computer Football Association 

(M.C.FA) 

28 Watergate Lane 

Woolton 

Liverpool 
L25 8QJ 

Tel: 051428-2280 

Well, how about it? It anybody reckons 
themselves a bit and would like to try their luck, 
give it a go. We're not too sure about your claims 
of the ST version being faster, though. 

AND ANOTHER 
THING! 

I'm sorry to tell you that my letter is yet another 
one that is going to complain about one machine, 
in defence of another. 

I am referring to the Sega Megadnve, Atari 
Lynx. Super Famicom and alt that rubbish - these 
consoles are filling up your magazine like 
nobody's business, and what do we get? Terrible 
screenshots of someone kicking hell out of 
someone else, badly written reviews about the 
same old games, games that might have looked 
good about eight years ago, but now, in their mil- 
lionth re-incarnation, are looking slightly less 
attractive to say the least 

I'm not saying you should completely cut 
consoles out of your otherwise excellent mag 



(although it would be nice...), just tone rt down a 
bit - balance the reviews a bit more. If ACE 
stands for Advanced Computer Entertainment, 
why are you supporting machines like the 
GameBoy and GameGear? They may be portable, 
but speaking from experience, I can say that the 
majority of games on the GameBoy (Tetris 
excluded) are completely unplayable - the 
graphics are tiny and blurred, the sound is awful, 
no doubt the GameGear is the same. 

It seems that the only real way forward for 
games lies in the hands of the PC. and maybe 
the Amiga. While the Megadnve may deliver 
impressive aesthetics (though nowhere near as 
good as a VGA PC with a sound board), it is quite 
obviously limited only to shoot'em-up games. 
Although various manufacturers will try to tell you 
otherwise, consoles are no good for playing 
decent, long-lasting games on, such as Sierra 
adventures, or Ultima type games - platform 
shoofem-ups are not long-lasting games, no mat- 
ter how good they are. 

I know there are many people out there who 
will disagree with me totally, but there are also 
people who will agree with me - most of my 
friends prefer proper computer games to 
consoles. I know a good PC will cost you nearly 
five times as much as a Megadnve, but pnces 
will come down very soon, and it will be a matter 
of companng the Megadrive's lower price to the 
superior features of the PC. 

Piero Serra 
Northampton 



So ACE has terrible screenshots and badly 
written reviews, but the magazine is excellent? 
Sorry, but those two statements would seem to 
be mutually exclusive. That means that can't both 
be true. Mr Serra, Just what is the problem with 
console games anyway? The lact that you're hav- 
ing a go at the Sega GameGear without even hav- 
ing seen it working is a bit rash, don't you think? 
And the GameBoy, unplayable? What about 
games like Choplifter. Super ManoLand, Hunt For 
Red October, Tennis, Qix and many others too 
numerous to mention? 

Isn't it funny how people always believe that the 
way forward for computers is with the machine 
they happen to own? Now we ourselves have high 
hopes for the PC, but when you start on about 
how much better it is than the MegaDrive even 
though by your own admission a decent model 
costs five times the pricethe companson seems 
a little useless. 

You mention that while people (such as me) 
disagree with you, many people will also agree 



with you. Well, let's see how many people leap to 
your defence over the next couple of months. 

OUTRAGE! 

ACE - you are my only hope! I've suffered in 
silence for so long now that I'm on the brink of 
doing something psychotic. 

What is making me so mmmmmad? What has 
got my goat? What, at the moment, is sitting 
so squarely on my wick and sticking right slap 
bang in the middle of my craw? 

Shopkeepers. 

Now don't get me wrong. I've had plenty ol 
experience of perfectly decent shopkeepers 
who inhabit our shores, but I seem to find the 
"standard" (what a |oke!) of service provided in 
the computer shops in the UK. 

At first I thought it was just me. I lived in 
London unbl recentiy and sort of expected the 
rude, discourteous and unhelpful service 
provided in Centra London. 

But I've recently moved into a far quieter part 
of the world (I'll refrain from saying exactly 
where, in order to spare the embarrasment of 
store owners in the area) and I couldn't believe 
my misfortune. 

For a start the shops seem to be staffed 
entirely by either pre-pubescent boys wrth only 
the slightest knowledge of forthcoming releas- 
es or stupid old men who seem fo think that 
just because I'm female I don t have the slight- 
est idea about anything one of these people 
actually tried to convince me that a Sega 
Megadnve was simply a Masler System for the 
American market, and it was a bit of a waste 
of money. What a co-incidence that they only 
had Master systems in stock. 

I've also had cause to complain a number of 
times about faulty disks. Now, I'm fully aware 
that many software companies provide 
replacements, but I'm also aware that it is the 
owner of the shop's responsibility to provide 
goods of a saleable quality. I don't take kindly 
being told that my son (who doesn't exist, 
unless I'm very much mistaken) has 'Probably 
already made a copy of it and just wants a new 
game." 

In a word I'm disgusted. If you purchase a 
dress or a clock or a record, a portion of the 
outlay, it's nice to believe, is intended to 
ensure a decent treatment by the people who 
are taking your money. 

Mavis Nicholson 
Address witheld by request 
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LETTERS 



IN THE RED CORNER... 



It's happerong agam, isn't it? It started with "my Speccy's better than your Commodore". (I should know as I owned both at one time or another). 
Time passed, frbil owners upgraded to more powerful 16-bit computers. And then it began again "My Amiga's better than your ST". Which wasn't 
stiictfy true for several years because Amiga games used to be straight port-overs of ST games and were leleased a couple of months after trie 
Alan version. This kept me happy because by then I had upgraded to an Atari ST. 

But now the ST is in decline - alt of my focal computer shops have stoppetl stocking STs and their software because of nearly non-existent suppor 
fiom Atan and the recent boom in Amiga sales. 

As an ST owner I can see the limitations ot my machine now that companies like Psygnosis are exploiting ihe Amiga to the lull 

t can see the ageold argument against progressing further now lhat consoles are again resuf ging with new-found popularity. How long is it. I won- 
der, until your tetters page is full of "My Fdmicom is better than your Megadrive" letters? 

At the moment I own a Megadrrve (I managed to flog my ST to some unsuspecting fooh and I intend to buy a Famicom as well when ifs officially 
released over here. At present the Megadrive retails at £150 so Nintendo will have to undercut this price it they want to ensure that people "not m 
Ihe know" will choose their product over Ihe Megadrive. I liave read in the computer press that it will be about £100 - the price 
01 3 or 4 Megadrive games. I won't buy a Famicom lo replace my Megadrive. just to widen the range of games I can ptay, 

I also noticed lhat in a reply to a letter a couple ot month's back you said that several magazine publishers were getting 
together to try and stop the coverdisk problem. Well since I bought thai issue I noticed TWO weekly maga/mes published 
by future have jomed tl»e bandwagon. Wasn't Future one of the companies that agreed to help stop the coverdisk 
spiral? In your August issue (page 70) there is an advert for "The One For Amiga Games" announcing TWO free 
games! Can you explain this or are you just a bunch of hyprocriles? 

By Ihe way, I notice you've drooped the PC Engine in favour ol the GameBoy and the GameGear Since the 
Gametiear is basically a portably Master System and the GameBoy is monochrome, I don't re-ally think these 
count A'j "Advanced Computer Entertainment". You can't con me into believing lhat it's all due to the small user 
tune of Ihe PC Engine users m this country because the Famicom's got an even smaller user base here at 
present but still gets its own Diieci Line section m the Pink Pages. Toshiyuki Kawahita probably knows all the 
famicom owners personally! 

jart from that your mag isn't half bad (by this I mean it knocks the bell out of Ihe tabioidy approach used by 

Alex Walsh 
Herts 

' you're not piarntng to by a Super FamiCom until it's officially released m this country, you could be >n tor a bit of a watt There's 
sfrll no official UK launch date, and it may not be untit well mto J 992, and possiWy even later You wouldn't be badly advised to 
invest m an import mode* - it may set you back a lew bob, but at least you won't have to wait until Judgement Day to play Super ManoWorld - and 
you'll gel j mce Woking machine, and nor the redesigned US model. That's one ugly muther 

Ihe reason we don't cover the Engine any more is twofold - for a start, we simply don't see software lor it any more, so there's nor really anylhi 
tor us fo cover, and also because the Engine is never going to be released officially in the UK ■ trnlifce ffie Famicom, which is a new and interesting 
machine, and will definitely be launched over here at some po*nf. Fair enough? 
As tor the coverdisk controversy - The One For Amiga Games did in fact comply to (he Mi-game ban, which didn't come mio force until August 
1 si All maga/ines published before fhaf date (which included the two-game Amiga One) were perfucffy alright Future, however, got a bit carried 
mhv and a couple of ifs trttes went one game over the Nmrt But rest assured, now that the new regulahons have had time to take effect, you'll not 
be seeing any more commercial hilH>r\ce games appearing on magazine coverdisks. So trial's alright. 





This isn'l the only letter we've had from ACE 
readers who are disgruntled about the poor 
standard ol customer service in computer 
shops. What is most horrifying is that the prob- 
lem doesn't seem to be isolated to just a lew 
cowboys - even the supposedly reputable 
shops are apparently doing a lot less less than 
they could to ensure that their customers get 
a square deal. There is an organisation called 
NASCR (the National Association of Specialist 
Computer Retailers) which is supposed to 
keep a watchful eye on this sort ol thing, but 
things obviously aren't working out if this kind 
of shoddy service is still the best punters can 
expect 

Have you been on the sharp end of a foul- 
mouthed and acne-ridden pencikiecked shop 
assistant? Or bought a game only to find that 
there was no disk inside and been told when 



you took it back "well son, that's the chance 
you take"? Or maybe you ve been the victim of 
actual physical abuse by a retailer or shop 
assistant. We're keeping a dosier of 
complaints here at ACE, so if you think there's 
something we should be told about, write and 
let us know. 



A SOUND 
QUESTION 



I have just purchased a PC, and not being 
impressed with the built-in speaker, I am 



looking for a sound board. There seem to be 
four on offer: the Roland, AdLib, Soundblaster 
and SoundMaker II. Could you tell me what dif- 
ference there is between them and which one 
is compatible with the most games. 

It seems a shame that computer manufactur- 
ers have concentrated on providing excellent 
graphics and improving performance, and 
have neglected the sound. Every computer 
manufacturer I went to offered a whole range 
of processors, hard disk drives and monitors, 
but not one even mentioned anything about 
their computers' sound capabilities. Not every- 
one does word processing or the company 
accounts all day - not even the accountants! 
Game sound effects seem to be at the bottom 
of list of most software houses as well. 

I, and I'm sure many others would welcome 
the day when sound wasn't |ust added as a 



LETTERS 



token effort. After all. sound could make or 
break many games. 

James Westcott 
Woking 
Surrey 

It's all Quite simple, really. Roland delivers that 
is generally considered the highest quality 
sound with its MT-32 and LAPC-1 boards. 
They're effectively fully-blown MIDI systems, so 
you can generate professionakiuality music 
with the right software and apparatus, as well 
as play games. But be warned ■ they're VERY 
expensive. The AdLib is slightly lower in sound 
quality, but is substantially cheaper. Finally, the 
Sound Blaster, which produces sound roughly 
equivalent to the AdLib in quality, is the cheap- 
est and is rapidly growing in popularity. As tar 
as compatibility concerned, you'll find that the 
vast majority of software, particularly the US 
stuff, supports all three formats. So it's yust a 
matter of personal choice and how much cash 
you're willing to lay out, really. Crank it to the 
max! 



IT'S SONIC GUY! 

A few words about Sonic the Hedgehog. 
Firstly, in your review of the game you called 
the bad guy Dr Eggman when he is actually 
called Dr Robotnik, and the sixth level is actual- 
ly called Scrap Brain Zone and not Clockwork. 

Also, there is a time limit of ten minutes 
which may be a problem to those exploring a 
new act but is plenty of time once you know 
what you're doing. 

Apart from that I agree totally with the review 
and it is an excellent game. 

As I haven't played on the Famicom I realise I 
may be talking c " * p here but from the screen- 
shots I think that the Sonic graphics are better 
than Super Mario 4. The backgrounds 
especially look for superior in terms of detail 
and imagination. There is, however, one 
criticism. I, being a fantastic gamesplayer, 
completed Sonic after two weeks of obtaining 
the game (smug grin) and have seen the end- 
game sequence. This isn't the masterpiece I 
was expecting. I don't want to spoil it for 
others to say what it is, but with a game as 
good as Sonic I would have thought that Sega 
could have done much better. This seems to 
be the case with a lot of games, computer and 
console, these days. Do you in your infinite 
wisdom agree with this? 

Well, that's it for now. Keep up the great mag 
and please send me £2000 for writing such a 
brill letter. 

Adrian Hopson 
Broxbourne 
Herts 

Hmmmm... we're not sure we agree with you 
about the Sonic/Mario graphics. While Sonic is 
indeed more detailed, we reckon that Mario 
beats it hands down in terms of imagination • 



it's one of those things where you really have 
to see the game in order to understand. 
Remember, graphics aren't just about giving a 
game a flashy face - really good graphics 
actually work with the gameplay and serve to 
provide the whole thing with an appropriate 
atmosphere. MarioWorld does that more 
effectively than any other game we've seen. 



So there. And you're right about the Sonic end 
sequence. Gamesp/ayers who lash out good 
money for a game and then spend weeks 
completing it are entitled to a decent reward 
when they finally complete the game. We don't 
like to rub it in, but you really ought to see 
MarioWorld - now there's a game with a REAL 
end sequence. 



IN THE WORKS - LIVE! 

YOUR CHANCE TO MEET BULLFROG AND 
SEE THE AWESOME POPULOUS II IN 
DEVELOPMENT BEFORE YOUR VERY EYES! 

Other magazines may offer you second best when it comes to showing you up-and- 
coming games m development, but here at ACE we believe that only the best is 
good enough for you. Before now, the closest you've come to seeing a game 
being put together is seeing words and pictures on a page. Next month, however, you could 
be lucky enough to see a game in development before your very eyes AND meel Ihe people 
behind the magic when we take In The Works into a new dimension. Six people will get the 
chance to visit the offices of esteemed development team Bullfrog Productions {creators of 
Populous, Flood and PowerMonger) as they put together their most eagerly-awaited Idle yet - 
Populous II! 

Not only will you meet the Bullfrog learn and see first-hand via live demonstrations how 
Populous II is being put together, you'll actually get a chance to put forward your own ideas for 
the game! It may sound too good to be true, but you'll be designated special playtesters for 
the day, and alter experiencing the game, in progress and in action, the Bullfrog boys will 
open their ears to listen to YOUR comments and suggestions. If any of your suggestions go 
down well, the idea will not only be implemented m the finished game, but you will receive a 
credit m the manual as a member ol the game's design team! How's aboul that then? A 
special report on the day will appear in the next issue of ACE. 

If you'd like to take part in this once in a lifetime experience, you'll have to apply fast as only 
six places are available. To get in on the action, write (DON'T PHONE) to us at ACE. not forgel- 
ting to include these vital details: 

Your name, address, daytime telephone number and age (must be 15 or over). 
Computer owned. 

Tell us if you've ever played the original Populous before. 

Send your entries (postcards or back-of-sealed-envelopes only) to IN THE WORKS LIVE!. ACE, 
Priory Court. 30-32 Farnngdon Lane, London EC1R 3AU. Remember, there are only six 
places, so if you want to be in with a chance, so get that application in the post NOW! 

CONDITIONS OF APPLICATION 

Applicants must be aged 15 or over. You'll have to pay your own travel expenses to Guildford 
and back. 
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THE BASIC SYSTEM 

contains: 

Interface, Control Software, 
Laser - Disc DRAGONS LAIR 

THE POWER PACKAGE 

contains: jg# 
Interface, Control Software, 
Laser - Disc DRAGONS LAIR, 
Laser Disc Player 
PIONEER CLD- 1500 (PAL) 
or Laser Disc Player 
PIONEER CLD - 1450 (PAL + NTSC) 



For AMIGA: £72 
For ATARI ST : £ 88 
For IBM and 
compatible : £ 105 
all prices include 

C 64 soon available 



With PIONEER CLD 
1500: 

For AMIGA: £424 
For ATARI ST: £439 
For IBM and 
compatible: £ 447 
all prices include 



With PIONEER CLD 1& 
For PIONEER CLD 14& 

£721 

For AMIGA: £738 
For ATARI ST and 
compatible : £ 756 
II prices include 




GAME 



Order the Software ■ Corner ■ Movie - Magazin with 
over 1000 Laser -Disc - Titles ( PAL ) tor E 1 (by 
first order of the LDG -System the enclosed 
contents are free! ) or theSpecial - Catalogue with 
40 000 NTSC - Titles english language. Catalogue 
Price £ 9. 





tb WNEER CLD1500 

THE MULTITALENT: 

usable besides for the games, as 
High ■ End - CD - Player (Audio), 
Movie - machine ( better than 
Super VHS, excedes High - 
Definition - TV ), Interactive 
Teacher by access to High - Tech - 
Learning programmes, Guides etc. 



SENSATION OF 
THE COMPUTER 
PRESS AVAILABLE 

NOW! 



" a recourceful small firm from 

Germany is already further." 

POWER PLAY 6/91 

" Unbelievable! Not incredible 

enough a multimedia device, which 

also can play music CD's and even 

for CDTV • Games is one very well 

equipped!' 

AMIGA - JOKER 5/91 

We didn't believe our eyes. Like a 
cartoon film the "Dragons Lair ran 
on our Amiga - Monitor A fluent 
animation with a high quality 
picture, which one usually equates 
with gaming machines." 
PLAY TIME, MAY 91 





WARE 
C OR N E R 




AugartenstraBe 6 
6800 Mannheim 1 



GERMANY 




ORDER-HOTLINES: GERMANY 621 / 40 23 87 ■ 44 47 73 ■ 44 36 32 

TO BE PAID FOR ON DELIVERY / PLS ALLOW 2 WEEKS FOR DELIVERY 




In a major exclusive, ACE reports on shock 

discoveries by the Hubble Space Telescope " n 

t 



There were great hopes for trie Hubble 
Space Telescope when it was 
launched last year. In orbit high above 
the Earth and beyond the obscuring 
effects of our planefs atmosphere, 
scientists predicted that the Telescope would 
radically change our view of Space, and that 
astronomers would be able to see interstellar 
objects in more detail and clarity than ever 
before. 

However, nobody was expecting the 
Telescope's most recent discovery. Last month, 
fine tuning of the Telescope's tensing system 
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revealed a planet orbiting Alpha Centaurii, the 
Sun's closest stellar neighbour. The planet, 
named Alpha Centaurii Gamma or ACe-Gamma, 
bears many similarities to Earth. Geologists 
believe that the planefs many continents were 
once part of a single land mass, but owing to vol- 
canic activity and shelf-plate drift they have 
become separated by vast seas. 

But this was just the start. Using advanced 
image-enhancement software the astronomers 
achieved even greater photographic resolution, 
and then they made their greatest discovery yet: 
aliens. Each of the planefs continents is populat- 



ed by a species of being, each very different 
from the inhabitants of the neighbouring 
continents yet still strangely similar. 

Further study revealed something very peculiar; 
the ACe-Gammas (or just Gamers as they came 
to be known) are obsessed with computer 
games, and spend nearly all of their waking 
hours playing them. Rather than enjoying a 
vanety of games, each species on each 
continent plays just one type. So while the beings 
on one continent may play platform games, 
those on the neighbouring continent play flight 
sims. 



; 
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FEATURE 



ADVENTURE GAMER 



This enormous skull houses a massively pow- 
erful brain, which makes the Adventure 
Gamer approiimately sixty times more intel- 
ligent than Albert Einstein. 



Over the millennia the eyes have slowly 
migrated from being side by side to their 
current position. The bottom eye is devoted 
to watching the keyboard and keeping a 
track of the frantic typing, while the top eye 
maintains a watch over the monitor 



The hands are highly specialised to the act 
of high-speed two-fingered typing. The fore- 
fingers of each hand are long and slender, 
while the rest of the hand is severely 
shrivelled to prevent any mis-keying. Being 
capable of typing speeds of over 260 words, 
this Gamer would be the over-worked secre- 
tary's ideal assistant! 





Generations of Adventure 
Gamers sitting transfixed in I 
front of monitors have resulted 
in the legs becoming little more 
than than an after-thought. 



Although their computer gaming technology is 
on par with Earth's, they are completely primitive 
in every other technological sphere. They have 
no cars, boats or 'planes, so there is no contact 
between the continents. One alien did invent a 
wheel, but used it to create a floppy disc rather 
than a revolution in transport. 

Xenologists believe that the different species 
haw all evoked from just one man-like creature 
that existed at the time the continents were 
joined. Fans of one game type congregated 
together, and when the land mass split apart, 
the gameplaying groups separated too. Over 
the eons the Gamers have radically evolved to 
suit themselves best to the games they enjoy, 
resulting in the bizarre mutations observed. 

In this exclusive report, ACE reveals the 
secrets of tour of the strange creatures on the 
Planet of the Gamers... 



ADVENTURE GAMER 

Field Notes 

This hermeMike creature leads an unbelievably 
ponderous and slow-moving life. Its sole purpose 
is to play text adventures, an activity facilitated 
by the highly-evolved brain, eyes and hands. All 
noocerebral activity is kept to a minimum, result- 
ing in severely under-developed arms and legs, 
and primitive internal organs. 

Feeding 

Due to its tiny mouth and its under-evolved diges- 
tive tract, the Adventure Gamer's food has to 
pulped down into a liquid paste, The process 
goes something like this: 

You enter the kitchen. You see: some green 
vegetables and a red blender. 

TAKE GREEN VEGETABLES 

You take the green vegetables. 



EXAMINE RED BLENDER 

This is a device for pulping food. There is a 
slot on top where food can be entered and a 
small on/off button. 

PUT GREEN VEGETABLES IN RED BLENDER 

The green vegetables are inside the red 
blender. 

PRESS BUTTON 

Which button? 

PRESS SMALL BUTTON 

The vegetables spin round and turn into a con- 
sumable paste. 

SUCK PASTE 

I don't understand 'SUCK'. 

EAT PASTE 

You eat the nutritious paste- 
Mating 

Reproduction is something that only happens 
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once in an Adventure Gamer's life, and then only 
if if s very lucky. Should two Adventure Gamers 
of the opposite sex happen to stumble across 
each other, then they perform a sexual act 
known as 'A Meeting Of Minds' - the Gamers 
press their foreheads together and pass 
Solutions. 

RPG GAMER 

Field Notes 

This is perhaps the loneliest and saddest of all 
the creatures on ACe-Gamma. During a game the 
RPG Gamer has the strange ability to alter its 
body shape and assume the form of the 
character it's currently playing. Even more 
astounding, this cloning is mental as well as 
physical. Thus if an RPG Gamer is playing an old 
wizard, it will grow a pointy hat, a beard and talk 
words of wisdom in an arcane language. (A bit 
like Steve) 

However, between games the RPG Gamer has 
little character of its own. Its flabby, dougMike 
body looks like that of every other RPG Gamer, 
with no distinguishing features. The babyish face 
and vacant expression convey no sense of any 
intelligence behind its dull eyes. The creature can 
only ever be said to be truly alive when playing a 
game. 

Feeding 

The RPG Gamer will eat whatever food it finds. 
Having strong preferences or dislikes imply 
some form of character, and as noted above, 
when not playing this creature has none. 

Mating 

If s very rare for two RPG Gamers to meet and 
even when they do they usually ignore each 
other. It is fortunate, then, that the RPG Gamer 
has the ability to reproduce asexually. 

Fertilisation is down purely to luck. Should a 
Gamer form a male character immediately after 
being a female one (or vice versa) then there is a 
small chance of conception during the brief tran- 
sition period. The Gamer grows larger and 
flabbier, until enough body matter is developed 
for a second fully-grown Gamer to 'bud off. 

SHOOT- EM UP GAMER 

Field Notes 

This Gamer is renowned for its incredible swings 
in mood. During a game it is cool, calm and com- 
pletely collected, but on defeat the creature 
becomes an inconsolable ball of rage, lashing 
out at the monitor and screaming abuse at the 
screen. This is all due to the bizarre nature of its 
adrenal glands. 

These oversized organs generate huge 
amounts of adrenalin during play, which is 
temporarily stored in sacs growing from the 
thing's back. Between games these adrenalin 
reserves have to be depleted, which can only be 
done in the outbursts described above. As you 
might guess, the Shoot-'Em-Up Gamer has a trag- 
ically short lifetime due to rapid burn out 

The Platform Gamer (not shown) shares many 
of the physiological features of the Shoot-'EmUp 
Gamer, but its adrenal glands are far less 
productive, making it a more placid if slightly 
jumpy creature. 

Feeding 

The Shoot-'ErrrtJp Gamer is a voracious slob-like 
eater. In between games it feeds on junk food so 
that it can get eating over with as quickly as pos- 




sible and return to another game. Particularly 
keen on plant tips and flame-grilled scraps. 
Mating 

Following a lengthy gaming session the Gamer's 
adrenalin levels occasionally reach intolerably 
high levels, which can only be reduced by 
passionate acts of reproduction. 

To find a mate, the Shoot-'Em-Up Gamer can 
alter the pigmentation of the skin across its 
back, much like a chameleon changes skin 
colour. The creature uses this ability to display 
its current hi-score. The higher the score, the 
more attractive the creature becomes to a possi- 
ble mate. 

The reproductive act itself cannot really be 
dealt with in-depth in a youth magazine such as 
ACE. Suffice to say it involves lowering shields, 
using a joystick and bizarre power-ups. 

FLIGHT-SIM GAMER 

Field Notes 

Strangely, for creatures that have never 
developed any form of powered flight, flight sims 
are very popular, with this species of Gamer 
being one of the largest in number. 



Since all the top RPGs are controlled by 
icons, the RPG Gamer has evolved unique 
hands. On one hand the majority of the 
fingers have joined to form a glove that 
firmly grips a mouse, with elongated fore- 
and middle-fingers for pressing the mouse 
buttons. On !he other hand a rough thick 
webbing has grown between the fingers, so 
that the splayed hand forms a flat mouse 
mate. 



Xenologists believe this Gamer closely 
resembles the ancient creature that all 
Gamers evolved from. RPG Gamers all look 
very similar, with rather bland if paunchy 
features. 

The Flight-Sim Gamer combines many of the 
physiological features of both the Adventure and 
Shoot-'Em-Up Gamers. If s most unique features 
are the bone and cartilage growths from the 
head and neck, which resemble a World War One 
flying helmet and scarf. These appear to serve 
no purpose other than making it easier for the 
Gamer to 'get into' its pilof s roll. Some scientists 
believe these may act as an attractive feature to 
possible mates. 

Feeding 

With playing sessions taking several days, if s dif- 
ficult for the Right-Sim Gamer to find time out for 
a proper meal. Thus a huge 'In-Game Fueling' ser- 
vice industry has built up around them. Giant 
food tankers pull alongside the concentrating 
Gamer, and drop a food shoot down to the crea- 
ture's mouth. The Gamer then sucks up a light 
nutrient soup. 

Mating 

Sorry, but again we can't reveal too much here. 
Scientists believe the creature's reproductive act 
shares many similarities with that of humans, 
beginning with the male lowering its under- 
carriage and... Well, you can guess the rest. 
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SHOOT- EM UP GAMER 

The Shoot-'Em-Up Gamer has 
little time for Intellectual 
thought. The shrunken brain is 
little more than a switching cen- 
tre for ill the eye-to-joystick 
nerve impulses. 

An oversized mouth and lungs 
and toughened vocal cords 
have evolved due to the 
excessive shouting and 
screaming of abuse that always 
occurs when this Gamer loses its 
last life- Its vocal power is such 
that creatures up to 26km away 
have been seen to flinch in shock 
at the noise. (See Field notes'.) 

By altering its skin 
pigmentation, the Shoot-'Em-Up 
Gamer is able to display its 
latest hi-siore, which is used 
as a means to attract mates, 
(See 'Mating'.) 




The Shoot-'Em-Up gamers are 
somewhat larger than those of 
its ancestors; all the better for 
hearing those stereo sound FX. 



This Gamer has many eyes, each allocated to watching a 
certain part of the monitor screen. No Incoming missile or alien goes 
unmissed by its razor-sharp vision. The eye socket has grown to form a 
raised boney ridge that prevents any outside distractions affecting play. 



These large swollen sacs are used to store 
the huge amounts of adrenalin produced 
during play, which is discharged between 
games by such acts as raucous shouting and 
screaming, kicking of the monitor screen 
and occasionally frantic mating. (Sea 'Field 
notes' and 'Mating'.) 



FLIGHT-SIM GAMER 



The large eye is used to scan the main on-screen 
action, while the four smaller ones below keep 
a track of all the dials and gauges in the cockpit 
display. 



The bizarre growths on the skull and 
neck are an attempt by this creature to 
simulate the appearance of a real flying 
helmet and scarf. 




Again, the creature's arms are rather 
shrivelled, but the hands have undergone 
incredible amounts of adaption. 

The fingers of one hand have spread out 
almost a right angles to form a strong 
locking grip on the base of a joystick. The 
thumb of the same hand is large and muscu- 
lar, and can rapidly pummel a fire button. 

The thumb and forefinger of the other 
hand have become joined at the tip to form 
a variable-diameter sphincter that permits a 
vice-like hold on the shaft of the joystick. 
The other fingers are shrunken and useless. 

Neither hand has any sweat glands, so 
there is no chance of the stick slipping in the 



The arms and hands share many of the 
Shoot-'Em-up Gamer's features. However, 
since flight sims usually use proportional 
joysticks, the Flight-Sim Gamer has evolved 
very precise and subtle control over the 
stick, as opposed to the Shoot-'Em-Up 
Gamers violent jerks. 



The withered legs are bent up so that the 
feet are raised above the keyboard. The 
toes of the feet have grown to become like 
fingers, and these are used to press the 
myriad keyboard controls typical of flight 
sims. 
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Yau may have seen some allegedly tough, 
iricky or perhaps even "rock hard" 
quizzes. But this, dear reader, is the 
toughest. A veritable Magnusson of games ques- 
tions. A plethora of puzzlers. Those with anything 
but a complete knowledge of their chosen 
subject need not apply. Whatever your ability, 
however, you should at very least find enough 
quandries presented to keep you arguing in the 
pub/bus/canteen for many an hour. 

There is, of course, a software prize for the 
first reader who gets all the questions correct 
and mails their answers to ACE Quiz, Priory 
Court, 30-32 Farringdon Lane, London EC1R 
3AU, so please remember to specify which 
machine you own. 

GENERAL GAMING QUESTIONS 

1) What is the name of Mario's brother? 

2) What car is featured in Turbo OutRun? 

3) How many islands are there in Rainbow 
islands? 

4) What was the follow-up to Sim City called? 

5) What game by LucasFilm has the shortest 
title? 

6) Which has the longest? 



71 How many batteries does a GameBoy need? 

8) What does CDTV stand for? 

9) Name the chap who co-wrote Elite with David 
Braben. 

10) How many bits are there in an Acorn 
Archimedes? 

Ill What classic Golf game was written by the 
Carver brothers? 

12) Which German programmer converted Star 
Wars and Hard Dnvin forDomark? 

13) How many Sack To The Future games have 
appeared on 1 6-bit? 

14) Which Give Barker movie was adapted 
twice by Ocean? 

15) What color hair do Lemmings have? 

16) Who programmed 3D Ant Attack? 

17) Who is programming Sim Anf? 

18) What game from Cinemaware featured lots 
of ants? 

19) What was the follow up to Dun Darach 
called? 

20) Which software house produced Super 
Pipe/ine. 7 

21) What was the name of the roller-skating 
game from F.T.L? 

22) Which UK software house specialised in 
graphic adventures like Espionage Island and 



LOOKS FAMILIAR? 



Here are ten people selected, with no particular common thread except they have all played an 
important part in the industry. Can you name them? 



Urban Upstart? 

23) V Name the star of Andrew Braybrook's D< 
Out game. 

24) Name the first arcade adventure to have 
over 100 locations. 

25) Who used to edit Micronef s Computer and 
Video Games Adventure Helpline? 

26) Name Bubble Bus' biggest hit 
271 Name the author of Adventureland. 

28) What was the name of the game that Geoff 
Brown, now head of US Gold programmed? 

29) Name the hero of Fantasy Games' Pyramid 
and Doomsday Castle. 

30) Name the author of Android 2. Cyclone and 
TLL. 

31) Name Gremlin's Zaxxon clone. 

32) Name the flop game with the extramemory 
expansion pack for the Spectrum which 
effectively ended Mikro-Gen's games production 
business. 

33) Who wrote Castle Adventure and Planet ot 
Doom on the BBC for Acornsoft? 

34) What did Acornsoft call their Missile 
Command clone? 

35) And their Defender clone? 
361 And their Panic clone? 
37) And their Scramble clone? 
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MOST 
GAMER? 



381 Name the coirvop to first use a trackball 
control method. 

39) What was the first ever four-player arcade 
game? 

40) What colour were the two ducks in 
Dynamite Dux! 

41) Name the two Ikari Warriors. 

42) What was the name of the bad guy in Tir Na 
Nog? 

43) What was the first ever LucasFilm Game? 

44) What was the first ever game to have a 
Mack hero? 

45) Name lour Bond games, in order of appear- 
ance. 

46) Name the landbased follow-up to Carrier 
Command. 

471 What was Archer Maclean's first game? 
481 What colour is Tony Crowther's hair? 

49) Name the game he wrote about a recepticle 
for tea. 

50) Who does 80/s C64 music maestro Rob 
Hubbard now work for? 

51) Name the drum synthesiser that Bullfrog 
produced. 

52) Name two Spurs players who have 
endorsed computer games. 

53) Who programmed Ghosfbusfers, Pitfall and 



Lrttfe Computer People? 

54) Bob Dinnerman wrote which classic Amiga 
flight sim? 

55) Who published the Bitmap Brothers' first 
game? 

56) What was it called? 

57) Who designed Kick Off? 

58) Which portly Grandslam character said "You 
can't park here!"? 

59) How many The Hunt For Red October 
games have their been? 

60) Who was supposed to be doing a 
Nightmare On Elm Street game, but never did? 

61) What Infogrames game saw you trying to 
rescue hostages? 

62) What did FOFT stand for? 

63) What does FAST stand for? 
641 Who wrote the original Gunship? 

65) What is the name of the only game Jeff 
Minter wrote for Hewson? 

66) What is the name of the company which has 
risen out of Hewson's ashes? 

67) Name Matthew Smith's last game, which 
was never released. 

68) Which game's title was incorrectly 
-translated over a faxlink, leading to a hysterical 
historical name mix up? 



69) How many lines of invaders first appear on 
the screen in Space Invaders? 

70) What" s the new game from Michael 
Towerdrome" Powell called? 

71) Name the game that Thing on a Spring 
music maestro Rob Hubbard programmed 
before turning his hand to tunesmithmg. 

72) Who was Whispering Horace? 

73) How many Beam Software titles starred 
their own Horace? 

74) How many games has Tony Crowther had 
on the market? 

75) Odd one out and why? Cuhepoo, Dynamic 
Debugger, Peach for the Moon, Psyclapse, 
International 3D Tennis and Bandersnatch. 

76) Name the unifying factor between: 
Bombuzal, Femadez Must Die and a View to a 
Kill. 

77) What width is the Motorola 68030 data bus? 

78) Who programmed the coin op Gyrus, and 
what do they call themselves these days? 

79) What was Continental Circus supposed to 
be called? 

80) Name the follow up to Sweeny Toddler. 
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ACE KNOWLEDGE 



1 ) What fwo Amie films have been featured on ACE covers? 

2) What is the lowest ACE rating ever given, and what was the game? 

3) What was the game to receive it? 

4) Who edifed ACE before Jim Douglas? 

5) Who used to write ACE's Page 1 1 ? 
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SO CUTE... IT'LL MAKI 

YOU PUKE!! 



Something very bizarre has happened in the fairy village... the 
inhabitants have changed from chummy chappies into fluffy 
fiends! It's so bad they've even gone and kidnapped the 
beloved Mom of our angelic fairy heroes, Tarn and Rit. 

Now she lies captured in the top of the 

Maboots Tower where she can only 

be saved by whopping anything 

cuddly on the head with <* 
their magic rods. 

So cute... it'll make you puke? 




FIND OUT IN 
SEPTEMBER. 






ACE visits Digital Pictures and discover the tricks of 
the computer graphics trade. 



Brieve it or not. there's a picturesque little 
Spanish town nestling in the heart of 
London. No really, there is... after a fash- 
ion. It's the creation of Digital Pictures, the com- 
mercial computer graphics company responsible 
tof the virtual Barcelona featured last month. 
ACE visited their West London headquarters to 
fmo out how they produce these stunning anima- 
tions. 

OUT IN THE COUNTRY 

One of Digital Pictures most recent projects is a 
computer-generated flight around Pola de Siero, 
a small town in northern Spain. The animation. 



commissioned by SWp Filhns. Will be used in a 
tourism commercial to illustrateW attractive 
nature of the town and the surrounding 
countryside. 

The animation starts with trie 'vieW^hjgh 
above the hills and plains surrsundi\jg'tfjia de 
Siero. The viewer swoops dowJ). through a layer, 
of fine cirrus cloud, and fries low over the^ugged 
countryside. The animation then cuts to a view 
above o iong highway leading >o 
aense forest stretches awl^/jotO- 
the furthest trees growing hazy ow 
covering of morning mist. Another 
the viewer is in Pola de Siero itself. 





ket -building and coach 
out into the countryside 



SO HOWTS IT DONE? 

The. thirty-second animation ts the result of five 
weeks, intense work by Digital Picture animators 

Piirtava l*nd Alec Knox. Their most recent 
pfbiect was the Barcelona simulation featured in 
last monft's issue. 

The first\tage\jn a project such as this is to 
talk to the c\ientsand find out precisely what 
they want from thewiimauon. In this case Stop 
Films requested tha\the flight though the town 
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(Right) Animator i*" "Inkava eaamlna* a twdicld wane oo hi* 
Silicon Graphic* 4020 workstation Jan ha* a variety ol n»ntrol 
device* at hi* dl*po*al At you'd ..port there'* the traditional 
mora and keyboard, but note thota bank* of dull. each of 
vrhMh tan be toHware cu*tomi»ed to control vartou* atpect* of 
tha current application (i.e. three dial* can ba *et to adjuit the 
X. V and Z *■•» of a *c*ne). 



(Below) Tha toftwara allow* tha city to ba viewed f'um |u«l 
about arty anglr Jan input* tha camera'* fllghtpath around 
tha bonding* by )u*t letting a few key point* along It* routa. 
Tha program than mil a proce** callad '*plining' to cakulata a 
tmooth path between tha** point*. Jan can watch tha currant 
fllghtpath In wireframe and make any adJuMment* ne*e**ary. 





allow the viewer to clearly see the newly-built 
indoor market and the strange-looking coach sta- 
tion. 

Next comes the task of collecting sufficient 
data on the town and its buildings to accurately 
model it. This data can take the form of city 
plans, architectural lay-outs and occasionally 
modelling data already on disc (although the 
latter is unfortunately a rare occurrence). 
Reference photographs are also taken so that 
the colouring and texturing of the final images 
matches reality as closely as possible. 

Then all this information has to be fed into 
Digital Picture's custom-written DigiPix software 



running on Silicon Graphics 4D20 workstations. 
As you'd guess, this can be a long and fairly 
tedious process - just right for the office Juniors! 

The animators then start planning how the 
animation will look, plotting camera flightpaths 
through the city and testing them. This is carried 
out using the ancient-looking wireframe 3D - the 
4D20s, powerful though they are, can't generate 
the complex objects in solid 3D AND animate 
them in real time. Which is, of course, pretty vital 
if the animator is going to be able to do his job 
properly. 

Once the animators land the clients) are 
satisfied with the look of the wireframe 
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animation, it's time for the acid test rendering, 
where the animation code is turned into fully- 
detailed TV quality images. The time it takes to 
render each frame of animation (and remember, 
you need at least twenty frames per second for 
smooth animation) depends on the complexity of 
the scene. Each object has a wealth of data 
related to it, detailing such things as its surface 
texturing and reflectivity. A rendering time of thir- 
ty minutes per frame is typical. 
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I Actual 16 Bit Screens 




THE NEXT MHXoJuET" 

It is the end of the 31st Century. Nearly one 
thousand years ago man colonised the moon, and 
from there created a range of human mutations which 
were left to develop other planets. At the same time, 
life on earth was destroyed by a cataclysmic climatic 
change. 

Now the mutant races are at war with each other, 
and man has returned to Earth, rebuilt civilisation, 
and forgotten about past adventures. 

Deep In Earth City, plans have been made to 
explore space again. The race has started to develop 
Earth's resources, to research new technology, to build 
for future adventures. 

You must control the training, research, resources, 
production and stores of Earth City in a complex 
strategic battle to maximise the planet's supplies. You 
must construct and pilot the hi-tech space shuttles 
and ships needed for mankind to venture out into the 
furthest reaches of the war-torn solar system. 
Operation Deuteros has begun. 
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Available in August on Amiga & Atari ST 




AcWisioN 



Ml 




Copyright © 1991 IAN BIRD 






This month brings SEGA 
back into the limelight, 
with it's new 'holograph- 
ic' system generating 
floating 3D images, plus a 
new dedicated unit that 
brings a new meaning to 
'motion simulator' and 
the pick of the latest 
releases, brought to you 
by the man with loose 
change, John Cook. 

Over the years, each coin-op company has 
developed its own unique reputation for a 
particular style ot game. Atari produce main- 
stream, but occasionally wildly off beam games. 
Irem go tor well polished shoot-' ermips, Toaplan 
just throw billions ot sprite at the screen and tell 
you to get on with it! And Sega, the Big Daddy of 
them all? I guess the whole of the industry looks 
towards Sega for, above all, technical innova- 
tion. 

In the mid-eighties, Sega addressed itself to 
the problem of Sprite Scaling and Manipulation. 
This produced games like OutRun, Afferburner, 
ThunderbJade and Power Drift - and further devel- 
opment has produced games like Line of Fire 
and now Raff Chase that would have been 
thought impossible a few years back. 

Not content with domination of this part of the 
industry, however, Sega are constantly looking 
forward, trying to move the concept of video 
games into the 21st Century. In Japan this con- 
cept is planned to produce dedicated Simulation 
Centres, linking up video and motion 
bases, the R360 being the logical 
extension of Sega's long develop- 
ment commitment in that area. 
The company are also known 
to be dabbling in various 
Virtual Reality technolo- 
gies. 

But it was with a big fanfare 
recently, they shocked the 
video game pundits by 
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Konaml'i Vmndmtf. Tha D«d (nd city •"•» batng cootrnllad 
by Faoil and tha *Hma bait* ot hi* Oaad Jnd oang . Mo—var 
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announcing a new Holographic video game sys- 
tem - and whafs more, it was a system that was 
affordable by the average arcade owner. We 
waited with baited breath, and Time Traveller 
was launch upon the world last week. 

The good news is that it's great - a wonderfully I 
novel display that projects the figures into spac ej 
so you feel that you are almost playing with real I 
animated people. The bad news, by my dicbo- | 
nary definition, ifs not a real hologram. 

The technology used by this system takes a 
video image from an ordinary monitor (fed by a 
laser disc in this instance) and uses a parabolic 
mirror to project this screen onto a platform, sol 
the image appears in mid-air. Now. if this was 
Neighbours, it would look rather odd • but if you 
use chromakey technology to matte out the 
background of any footage, the effect really is 




On* iloa «H*cl at tha naw ta<hoology 
•» fcaajal 'holooraphk' tyitwn M lhal 
lt'» »»ry rtiHuult lo photograph, but 
Um reaMif • affMl li undanlaMy 




Otop thov In MaaV Mairn 

very convincing 

There are lirr !at»ws as to how big the. images 
can be (it seems M be about 3-1 inches high) 
and unless you are standing right in front of the 
unit, the image gets strangely distorted but 
there's no denying the novelty of tha efj 
atone would be prove a big crowd puHer. T 
'actllut Sega 'ws out a decent game insi :»? it 
shoJll make it very successful indeed, even 
the present dire economic climate. 

Time Traveler is a style of game n 
Dragon's 
nature 
Marshal Gr 
from Preh 
defeat th 
Vulcorla 
shodd 




laserdisc and you are presented with set deci- 
sion points in the action where your must move 
left/right, duck/jump or 
fire your trusty six- 
shooter. Unlike 
Dragon's 
Ufr, all the 
sequences 
are filmed 

using live action actors and fabby special 
effects. Believe me. this looks good. To add to 
the variety, according to Sega Europe's MD Vic 
Leslie, the 20 or so scenes that can potentially 
make up a game are drawn from over 60 
sequences stored on the disc - so it's unlikely 
that youH ever play two games that will be exact- 
ly the same. 
Undoubtedly, the game plays well, with a neat 
buynn feature of Time Reversal that plays a 
scene backwards rf you got killed, so you can try 
it again - and the data is sensibly stored on the 
disc so there are no long blackouts between 
scenes. 

Have a go if you see one - you'll enjoy the expe- 
rience... but I wish that they hadn't called it a 
hologram... 



PILE UP! 

Sega releases tend to come all at once - so 
while Time Traveller was being shown for the 
first time, so was a whole host of new Sega 
titles, the best of which was Rail Chase. 

This one is decidedly influenced by the Mine 
Truck ;n; (k m Indiana Jones and the Temple 
of Dooa you, or you plus a mate, sitting 

ind clutching a joystick. 
The idea - tlui, l. JV r penetrated the HQ ot 
an Andean drug ring, released slaves and pil- 

d a valuable tnca treasure (clever you, eh?), 
you now find yourself looking out the front of a 
rail car, racing out of control along tunnels and 
trucks fiHed with baddies What's moi 
don't get a move on, there are Super Baddies 
chasing^you trorn behind. 

control is a gunsight, with which you 
that moves and anything that's 
^fl£track. Meanwhile, the 
on moves abofii and vibrates 
tn no target pjacbee 
g bronco" Thi* is a re :l 



you've got a bad 
case of piles 



So™ ot the off the ih. II tothnoloay (oncoalad - llhin Sao* i 
holographic labJoat . • Sony 1 J- ln*rdhi playai and NTSC 
luluur TV 



THE BEST OF THE 
REST. 




HEROES - DATA EAST 

Data East's best thing since Midnight 
Resistance has you taking on the role of 
one ot eight creatures who are fighting for 
the Throne of the Realm. With 19 different 
moves open to you (from a joystick plus 
two fire buttons) it's probably the thinking 
man's answer to Final Fight II. but you can 
fail to be impressed with the sound and 
graphics job. This one will go tar 



bLAOC MASTER . IREM 

Irem are well known for then sci-fi shoot- 
em ups, but this is a first into the pixie bash 
stakes and rfs a most impressive debut. A 
very distinctive graphic style, with stylish 
animation makes this a visual treat, 
although you might find the gameplay a little 
simplistic. Thmk ol it as being an 
Impressionist kind of Golden Axe... 

CROSSED SWORDS - MEO GEO 

Now ttwt some classy Japanese developers 
are taking die Neo Geo seriously, there 
have been some cracking releases for it in 
the past few months. Latest is Crossed 
Swwds. developed by the team thai gave 
Dead Angle and Dynamite Duke. This 
s a similar control system, but Is set in 
days of yore when you had to use a 
>rd rather than a laser. Not bad. 






tend to dislike beat-em ups but this one 
has taken so much care over the anmiati 
ol the sprites and imagination in the number 
of ways you can hit, mutilate and be thor- 
oughly unsociable to the Bad Coys that 
d myselt warming to it Up to four (jJa 
get to rescue the obligatory girlie, on 
which is a passable imrtatton of that won- 
lul lole model. Hulk HotuiL 
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Calls cost 34p (cheap rale) and 45p (al all other times) per minute incl VAT. For winners list send SAE to: Populuxe, PO Box J 
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filtrate Virgin HQ 
in the l<Mst no-holds-barred 
ACE Co^Brence... 



L 



efs face it.' Virgin supremo Nick 
Alexander tokJ the assembled ACE vis- 
itors, 'back in 1983 when we started, 
you had to be pretty stupKJ not to make lots of 
money...' 

These were brave words from Nick, because 
at least one of those present (the octogenarian 
Steve Cooke) had vivid memories of 1983 and 
Virgin's Owzat- a legendary cricket title that, 
when you chose to change the team members, 




id you to 'EDIT LINE 140'. And that was 
p^^pty the best bit about it. Turkeys of that ilk 
casra sickly green hue over Virgin's image and. 
m those good old, bad old days, even Virgin 
themselves had to admit that most of their titles 
were a toad of old gobblers. 
What, however, would happen if right now you 
. warped back to the early 80's, found Cooke 
hunched over Owzat trying to work out where 
the ball was. whether the game had started and 




ftop( aofrav Awinfe was up and running In what appeared Id 
be ■ nntfiM tannm and a damned Tina playable lint* 
■ '( ii tan tah! Out an PC Amiga, and ST. this foil 
at We <uta HoitianUI platform scroller school la at playable a* 
the ben M Ihe gem* Ronnie skims along Dm road on Mat** 
M IV aWaln la higher things vie wlndow 

I and after notably disguised platform*. Ntna level; 

teermng with bllerra. colourful, and well animated nasties and 

tana perttailarl, odd power up. 

feaawr Out in the open. Ronnie contends with airborne baa it 
les-.-end pigeon okoppings 



mm* 



which team was playing, and told him What Was 
To Come. What would you have said? And what 
response would you have got? 

You: Er... Steve... 

Cooke (for it is he): ?'%$ %ffi 

You: Ahem... I come from the future. 

Cooke: Far out, man. (Examines 'cigarette') 

Either Owzat is getting to me or this is 'strong 

stuff... 

You: And I'm telling you that three 
hundred games companies are 
' going to go bust in 1984... 
jp^ Cooke: Virgin will be the first to go. 

W- I'll tell you that for nothing... 
& You: Er, actually they're going to 
8 get their act together... 

Cooke: Tell us (snigger) another! 
5^ You: They will then release a string 
of hits, from the superlatively vintage 
Dan Dare through legendary titles 
like Silkworm to the stunning 
Supremacy... 
Cooke: Guffaw! 

You: They will champion top-league 
proggies like Wonderland and 
Infocom. They will launch Europe's 
first official Japanese 16-bit 
console... 

Cooke: l&brt? l&brtwhat?? 
You: They will buy Mastertronic and 

'above J Da. id taitman demonstrate* Hoar 11 and the lateil 

Virgin interlace technology: David's linger it monitored by a 

Pol hem us magnet it remnant* locator linked lo a double In- 
line NAM) gate, allowing him to control the game limply by 
wiggling hi- finger The unit ti to bet released in April Ittl. 

(left/ Behind this Innocent facade lurkt a VMt labyrinth of 
game* mayham. Programmani rushing up and down spiral 

staircases clutching carry-outs, bombshell receptionist! breath 

ing Into high tech phones. Mogadrlvas blasting out rerminafor 
soundtracks Gama Boy's squeaking. Master Systemi beeping, 
and outside In the back yard the ACf c on I err nia visitors stuff- 
ing themselves with fruit and sandwiches... 
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control one of the largest areas of computer 
entertainment, and they'll end up one of Britain's 
top software houses, finally being wooed, 
kissed, courted, and captured for £36 million by 

Sega... 

With this last retort, you lade from the scene, 
leaving the withered old hack speechless. With a 
deep sigh, he removes the Owzat cassette and 
attempts to load a copy of Wacky Waiters... 
Meanwhile, back in 1991, Nick Alexander has 
departed, leaving the ACE readers gathered in 
the conference room at Virgin's West London 
headquarters. During the next five hours, they 
were caught up in a whirlwind of meticulously 
planned Virgin presentations; they met legendary 
developers, ranging from Virgin's own Andrew 
Wright to the redoubtable Archer 'IKV Maclean; 
they saw some of the country's first CDTV 
dedicated software actually up and running; they 
were among the first punters in Europe to see 

Terminator on the Megadrive; and they were 
able to try out for themselves a range of superb 

software on console and computer. 

And YOU could have been there... if only 
you'd applied! Meanwhile, you can cast 
your envious eyes over these pages and 
see what you've been missing... 



On* of the Information 
tONtu horn the awesome 
Shuttle. r™cticeliy every 
conference attendee want- 
ed a orach at thai though 
wvwil reader* were 

nervous about the 

inevitable high price Out 
accompanies '* v "' *** 
lophislicatlon and detail 






I ha Shuttle prepare* for take-off- The level ol detail In this 
simulation ot NASA'* Spate Shuttle I* to high thai one 
developer has claimed you tould actually lly the real thing 
after training on Virgin * silicon lyitem The program enable* 
yuu to tly mlMlon* ranging ftom Mien title retearch to Star 
Wan offensive*, a* well a* teit flight* end satellite recovery- 
Due out later this year for the « («*.»». ST (C1».W) and 
Amiga If 11 99) 



Aha ! Time for grub! The Virgin caterer* did u* proud - but the 
real star of the lunch break was a sneak preview of an 
American Game Boy version of artnc* of" Persia - absolutely 
sWnktngly stunning, guvnor, and a must-must-heve as soon a* 

. arrhre... 




Superlative Sega Titles-.. 

Unfortunately we war* unable to bring you 
screenshots of Terminator on the Megadrive 
(tremendous sound end musical effects) or the clas- 
sic Marble Madness on the Sega Master System. MM 
goes down really well on the S-btt format, but 
terminator Is likely to be the star for ACE 16-blt con- 
noisseurs. The opening sequence, for example. Is 
practically indistinguishable from the film and the 
game features several digitised out-takes from the 
celluloid version. Gameplay is pretty traditional but 
there's lots of it and the speed, sound, and vigorous 
opposition make this one look like a very promising 
Megadrive blast-em-up. 



If s Bugged! 

Jimmy White's Whirlwind Snooker, we have to 
report, (s seriously bugged. Only seconds after relin- 
quishing the mouse, flies begin to lip across the dis- 
play, settling occasionally and even trotting up the 
screen before taking off again. Even worse, when 
left to themselves, the reds begin to display 
disturbingly disrespectful tendencies, sticking their 
tongues out at the player and behaving in a general- 
ly unacceptable fashion. 

Bugs like this, it has to be said, elevate Jimmy 
White's Whirlwind Snooker from that status of 

superlative game to that of all- 
time classic. They're the hallmarks 
of programmer/designer Archer 
'J**' Maclean, who delights in 
putting quirky finishing touches) 
to his games. lake those flies, for 
example, which look extraordinar- 
ily convincing as they jitter about 
the screen during Idle moments. 
They're very easy to do. really.' 
says Archer modestly, 'all they do 
is move In random 90 degree arcs, 
freeiing occasionally and 
sometimes moving vertically up 
the screen.' 

The rest of the game is 
superb - see the review elsewhere 
in this Issue. And watch out for 
those bugs' 

Disgraceful behaviour on Archer's ball. 
Judging by the position of the cue ball, 
punishment by pocketing Is called for 
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Paul Mallarkk itaggerad 

Into the coafatania Having 
■urvtvad • ear from 
i ek and men pfonad 

ad Id taka an outspokan 

iuIi m IKa conference, dur 
ing - >> i . h He confettad tn 

baing parlKula/ly 
incnud with (j mm, 

■efWfe'l MewrfwrnQ Snoo*»r 

- but Itttn to wee avu yon. 

also . As en* of I wo 

MeoacWI rtwntfl. Paul 
totaxt himialf laeving the 

^^^HkMtce wiin 
^^■Nlotai - not 

' IKa (,1 u-ii.n of - 

gasp a ' »■■■(■) at* Sonic 
In* Hwajanuy won ai 



•Crass crawly '•gtbMa, together with * lalephon* 
to thai we cam get hold ol you 
Vue need to tell us «">i«h software houses you 
-"Mild bt Interested m attending, to not* that u* 
lav*d,l«IIOfvott Virgin Gremlin arid Domerh 
have already pawn I 

>w t MvtiMing tham again. but It* IHtely to 
•linn [Han loonet w» alto need to know 

host old you «a ipH whirh machine ycsw »*n. to 

that we can plan • good tor n d of *g* group* at 

Obviously we haw* To Itmrt tho rsumbir of peo 
fit ancnohh) each Obnfeeema because uf space 
-".J staffing inntlder ethsns tn edVJIrton. two hava 
"i malts a nominol charg* of 1*1.00 to covor coats. 
■It piauM are allocated un a flrtl-aom*. f*nt- 

■ v»il bm,H Thar* k. hovaavtt an gacopllon to 
lhaw (ttndltlom' «» a special offor to <ubi<ribers 
«e am giving 'ham priority allocations for tho 

» plate* iri . | and they may 

■>u can find out how 
harotna • awbecrtber on nag* B6 
Short))' before aach ronferertce we select the 
wfnj -radtm from those who have applied and 
>"'orm rjtam a* the relay ant details If anyone 
'anlefttnd they'll be ahortllstod for future 
conference! and another selection will be made 
tor someone In lafce Ihelr place. Please note that 
.lihuugh we can sometimes arrange for lifts from 
">iway stations, etc It Is your responsibility to 
provide your own transport to and from the 
corrferenca location. 

'ontKoming conferences planned Include The 
Bitmap brothers at Renegade (in London), Core (in 
Derby), Sierra (near Reading), and Ocean (in 

Manchefter). 

Gel your application tn NO* to: 

ACl Conferences 

JO- 11 lanmgdon Lane 

London 
K1» 1MI 
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floor IJ generates a brooding 

atmalphara with its 

monooSrom* graphlca, 
deiioned by the talented Carl 
C i op I ay who did tha superb 
pld for CA'i Hound at 
Sfudon*]. Virgin claim floor 
1 1 ii bated on actual events: 
developed by PS! who wrote 

Conflict, it puts you In (riarge 

of a mysterious organisation In a Docklands off lea block, 'our 
task ts to use any means at your disposal (they irulude 
everything from murder to infiltration) to protect the govern- 
ment from political damao* without avar baing found out. 

Out In lata October for PC. ST. and Amiga at £19.99 (PC EH.99) 



Virgin are mating no bones about Realms: it i designed to be 
Po nrtongoroashor . Programmed by Craft gold. It uses 
fractal-style graphics to create the familiar isometric display as 
you use money, power, and military strategy lo consolidate 
your own rvalm before eitandlng a blood-stained handshake 
to your neighbours. Jteelou was universally popular with ACE 
conference attendees and even the loyal 

Popuroui/Powermonger fans amongst them ware Impressed by 
the mt united gameplay options. Due out in October for Amiga. 
SI (both f3v.ee.) and PC (CM-ttt 



(right) the man who put It all together Virgin lunfarence 
director David alshop, whose meticulous planning gave every- 
body a day to remember., and a few goodies to take away as 
well. Our thanks to David and his team for all their help in 
making this one of the most enjoyable conferences to data 




Spirit ol f/caltbur on the CD IV lookt pretty 
similar to the standard Amiga version, but 
|ust wait till you hear the speech! 



(left) Steve Clarke, boss of Virgin's new 

media division, demonstrates tha advantage* 

of CDtV and compact disk software 
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(leftl One of the tremendous 
features of Shuttle is that the 
instrument panels are eciurately 
raproduced in the simulation - 
and the i witches actually work! 



(below) Oealmi usaa fractal style 

maps and scaling, resulting In an 
effect sun liar to the displays In 
MufwUifer. Phre terrains are fee- 
tured In the game, together with 
up to 16 computer players, thirty 
titles, enhanced artificial intelli- 
gence, and everything from nat- 
ural disasters to straight forward 
military confrontation. 
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WIN! DPAINT 4 & WORKBEN 
MANAGEMENT SYSTEM •» 
& TED • THUNDERHAWK • CA 
DINAL OF THE KREMLIN <EL 
TURTLES 2 • MOONBASE • BA 
TLE CHESS 2 • CREATE Y01 
OWN LOGOS ' BLUES BROTHE 
• MAUPITI ISLAND Fl 
BLOW • ARMALYTE THUNDE 
JAWS HUNTER - DELU 
PAINT ON FILM MUSIC XVEi 
SION 2 • INSTALL KEYBOAf 
SHORTCUTS 
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CAUTION: 

DEVELOPERS AT WORK 

HARD HATS MUST BE WORN 
IN THIS SECTION 



Yes, you must be 
careful to wear 
protective goggles 
before turning the 
page and entering 
this month's In The 
Works. You never 
know when you could 
get hit by a fast-flying 
piece of exclusive, or 
caught in a dangerous 
shower of sharp 
development information. 
And make sure you wear only 
loose clothing, because 
everything about In The Works this 
month is so HOT! 
As usual we've been sticking our nose where 
it's not wanted to bring YOU the most exclusive, incisive and interesting 
information on the most blistering up-and-coming games, including in-depth 
interviews with the people who matter and close-up analysis of the game 
actually AS it is being written! Better start unbuttoning that shirt (and your 
trousers too, if you're of a particularly weak disposition)... 



40 LOTUS ESPRIT TUHBO CHALLENGE 2 



Tie hottest racing game of last year is 
jack, with better everything! Hey, and 
me 're not kidding either. Jim Douglas has 
sew it. Just wait until you clock the stuff that 
Magnetic Fields is cramming into the summer's 
most eagertyawaited sequel. It will blow 
your mm! 




4 2 EVE OF THE STOHM 



Jason Ktngsley, the author of Murder and 
Blade Warrior tries his hand at Elite-style 
space-age combat-trading-strategy-action 
adventure in the latest from Empire. We've got 
all the gen, so just flick those little pages right on 
up to the number 42... 



46 HEGfl TUJIHS 



US Gold's latest CapCom coin-op 
conversion marries the cutesy 
gameplay of Rainbow Islands with the 
unmatchable programming pedigree of top 
developers Tiertex. David Upchurch talks to the 
boyz in the hood to find out whaf s going down, 
bro. Yo. 
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LOTUS ESPRIT 




Last November, Lotus Esprit Turbo 
Challenge found itselt the reviewers* 
darling. It was a peculiar situation that amid 
so many heavyweight driving sims and coin-op 
conversions, a sprite-driven arcade game with a 
surprisingly basic premise (no shooting or 
barging or polygons or spies! was adored so uni- 
versatfy by critics and paying customers alike. 

The secret, clearly, was Lotus' partaking of 
that Kick-Offesque property, the Larf Factor. 
There was no mincing around selecting which 
tyre compound is best. No engine overheat to 
worry about. No pulling into the pits for an oil 
change. Just staying on the road and going as 
fast as possible and winning. 

The game held together so well and fett so nat- 
ural to ptay, you could be forgiven for thinking 
that it was a one^H hit. A bit of a software star 
that just happened to come together in the right 
way at the right time, whose sequel would 
almost certainly fall flat. 

But Gremlin are confident that they've hit on 
the magic formula again, and predict an even 
better-rounded product with Lotus 2. 

FALSE START? 

The Lotus follow-up was never a certainty. 
Although the first title was such a hit, both 
Gremlin and Magnetic Fields were concerned 
that the sequel might be constrained too tightly 
by Lotus' demands that their cars weren't shown 
being blown up or smashed. A perfectly 



Sucking the very marrow from the driving genre, 
GREMLIN prepare to release another stick-shift 
sensation. With the barrel of originality thoroughly 
scraped, what new apples can developers Magnetic 
Fields promise? 

understandable request from Lotus could be 
seen to curb the blockbuster excitement which 
any sequel needs, In the early stages, Gremlin 
were tempted to produce a non-licensed semi- 
sequel with all the high-octane smashes and 
crashes. 

In the end, however, it was decided that the 
Lotus name was vital and new angles should be 
explored in order to spice up the formula. 

WHATEVER THE WEATHER 

As any driver will tell you, Mother Nature proves 
to be an opponent every bit as formidable as the 
cars you're racing against, Each stage of Lotus 2 
features a different driving environment and, far 
from being simply a different graphics setup, 
each environment poses a bunch of car-control 
problems for the driver. 

On snowy sections, the steering becomes light, 
almost like driving in a skid-pan, and the drivers' 
vision is hampered by falling snow and rain. 
Examine the track-breakdown for more detail. 




"The basic aim of the eight levels," says Shaun 
Southern, chief programmer, 'is to create a 
different atmosphere on each stage. The extra 
effects such as lightning, overlaid snow and ran, 
sparks on the tunnel walls, smoking wheels, tfl 
should do the trick." 

A criticism of the first game was that hitting a 
road-Side object would virtually put you out of tfl 
race. "This time, we've improved the payability 




No minx ho* buiy or •mpty th« n»«L lotwi 2 promto* * (omWM updit* M 
of tw»nty-H»# ff*m« (»• wcomI St«p« hill* *nd twills lumi «.-.■.-■ IU1« Imt 
mora driving *fcill «nd l«» all cut ipMd. 
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so that when you hit a sign or another car, 
you're not left stuck at the stde ot the track. 
Instead, you're thrown back onto the road and 
ffito play as soon as possible. This way we've 
been able to be quite bght on the times for each 
level, making for a more exciting race." 
The speed of the game matches the first, 



although is unlikely to beat it. "We're looking at 
twenty-five frames per second on average". 

YES, MASTER 

The two-player option worked so well in the first 
game, the team had their work cut out for them 
when trying to produce an improvement. 



v. I t 




Players can now link up two machines, Amiga 
and ST. By selecting a slave machine, and a 
master, three players can race against each 
other, one playing with a full screen, and the oth- 
ers in two-player mode on the other machine. 

THE CARS 

Both the Lotus Esprit and the Elan are raced dur- 
ing the game, on alternate stages. "Esprrts have 
far better straight-line acceleration," says Shaun, 
"although the Elan has better handling, so can 
get through the corners quicker". 
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Ever wanted to play a 
game like Elite, but where 
you could do whatever 
you liked? Empire and 
Jason Kingsley have got 
the solution - and we've 
got the details. 



That Jason Kingsley is, by all accounts, 
a bit of a geezer. He was responsible 
for the innovative arcade adventure 
Blade Warrior for Image Works (which 
is only now, after several delays, 
seeing the light of day) and put together the 
rather nifty whodunnit Murder for US Gold. Now 
he's back with a vengeance once more, this time 
with a game that's a little bit like Elite - except it 
isn't. 

Eye Of The Storm's scenario is as complex 
and elaborate as the game itself promises .to be. 
The whole thing revolves around the planet 
Jupiter (the largest planet in the solar system and 
known as a gas giant due to its particularly 
volatile and stormy composition). 

Well, you know that big red spot that Jupiter's 
got? Right, well that's called the Eye of the 
Storm, you see? The idea is that in the future life 
has been found inside the red planef s eye, and 
under interplanetary taw the area is designated a 
free-for-all zone for scavengers, mercenaries and 
whoever else is interested in exploiting the 
region. You play one such mere, a maverick 
scientist who has come to the eye in his 
spaceship with an eye on making a fast buck, 
and, as an overall goal, achieving control of the 
eye. 

The idea for Eye of the Storm comes from a 
whole vartety things, sci-fi movies and the like. I 
particularly (ike the whole Star Trek idea of 
venturing into space and discovering new things. 
And t suppose ifs also got something to do with 
my imagination when it comes to strange 
creatures and monsters. 

So far as the game itself is concerned, I 
wanted to create something that I could play, 
and would be able to come back to six months 
later. 

"The idea was to make something that was 
different every time you played it, and thaf s why 
I wanted to steer right away from games like 
Elite which have a very linear game design. Eye 
of the Storm is more like a web of different ideas 
and elements which are all networked together, 




so you can play the game any way you like. 
There is combat, but you don't have to fight. 
There is trading, but you don't have to trade. I 
think games like Elite can get very boring and 
repetitive - buy something here, have a dogfight, 
sell it somewhere else - and thaf s just the sort of 
thing we've tried to avoid." 

Isn't designing a game with a more surreal 
structure a more torturous affair than the familiar 
method? "Well, yes and no," says Kingsley 
surprisingly. 'Ifs actually easier in some ways 
because it requires less work to make it 



different No, let me put that another way. 
Because ifs networked, you don't have to 
consciously tie stuff together because the player 
can just go wherever he wants." 

The game itself is played, on the surface at 
least, in the traditional Elite-style, from the 
cockpit of your craft as you fly around Jupiter's 
gaseous atmosphere, fighting with other meres 
(who are there after the same ends as your ownl 
running missions and, as an interesting touch, 
exploring and surveying as much ol the area as 
possible, seeking out new life forms for cash 
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rewards. This exploration anglewfeptfrt to 
Novagen's classic Mercenary, asdo the 
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There's also a thing called a Songsptnner, 
which is a giant rock that starts to rotate when 
you shoot it As you shoot it more and more 
times i( spins faster and faster until it starts to 
hum, making a noise like whalesong. This sound 
attracts a whale, who comes along and gives 
you a message. There's plenty of aesthetic stuff 
too, Ike at the plants have real life-cycles, and 
you can actually watch them swelling and 
ripening.' 



play is quite sur- 
e, there are some 



While Eye of the Storm's g 
real and "free-range" in ess 
more familiar, linear elemerfTs, such as the 
missions that crop up from time to time. "You've 
got these people called patrons, who are kind of 
the interplanetary barons," explains Jason. 

"They're tremendously wealthy, and float 
around the eye in these giant dirigibles. There 
are eight patrons, each with different 
personalities, and each has eight missions to 
give you" The only problem is, because the 
patrons are so fabulously rich, they don't actually 





need anything done and so the only reason they 
give you missions is so they can have a laugh 
watching you risk your neck. Serious players 
may not like to think themselves as throwaway 
entertainment for galactic fat cats, but the cash 
bounties on offer for the missions are so large 
if s often worth taking the risks invoh/ed. 

To increase their entertainment, the patrons 
are likely to set the player up with false missions 
- tor example, you could get sent to a certain 
sector on the pretence of collecting something, 
only to find a flotilla of enemy ships waiting for 
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them, To survive such double-crossing tactics, 
players must be on their toes at all times. 

Talking of enemy ships, they come in the form 
of Hunters, high-speed fighters that for the most 
part roam around the eye looking for something 
lo shoot at. Four hunters m particular, however, 
aren't to be taken so lightly. They're 
professionals, out in the pursuit ot pretty much 
the same goals as you, but mercilessly ruthless 
in the way they achieve them. 

Because they're so nasty, there's a large cash 
bounty to be had for killing one, although the 
more sensible player will want to earn more over 
a long penod by picking up small bonuses for 
individual dogfights. "One feature that I'm quite 
pleased with." says Jason, 'is that you are able 
to see exactly what any of the four main hunters 
is doing using special remote cameras. You can 
select inset views that basically shows you what 
the selected hunter is seeing from his craft 

Ifs useful for keeping tabs on them, particular- 
ly if you want to stay out of their way, and if you 
do get into a fight with one and he goes out of 
your sight, you can use the view to see what he's 
up To " 

If all this sounds a bit hectic and bloody, 
players can choose a more sedate way of 
earning a few bob, as Jason explains. "Because 
the eye of Jupiter is an uncharted area, there is 



TRADE PRICE DAY TODAY! 

Despite Jason's insistence that Eye of the Storm Isn't like Elite, 
there Is one aspect about which there can be no dispute - trading. 
But while It's there. Jason's keen to point out that It's a far cry 
from the -repetitive" sort that occurred In Elite. "Vou can trade 
with either the hunters or the patrons. There are two ways of 
trading - you either buy something from one person, then sell It 
to someone else at a profit, or go looking for stuff to salvage for 
free, and sell that." 

"There are five types of rare mineral in the eye that most of 
the trading Is based around, and you can also trade alien artifacts 
and fish(!). The problem Is that the more eipensive minerals are 
protected - one kind, for Instance, is protected by the Great Eye of 
Terror, which paralyses anything it sets Its gate upon. If It looks at 
you. you're dead In space until it looks away. The same applies for 
any of the hunters that may come looking. Vou can also go miner- 
al mining, by blasting away at rocks, some of which contain 
diamonds," 



{Above) This H a stergate. ly flying through 
It. you can go to a different placa. Vou can 
actually define where your «ilt port will b» 
through wm« ■ertously complei fiddling 



all kinds of undiscovered wildlife about. You can 
earn money just by seeing new forms of life, 
because everything you do is recorded. If you 
find something for the first time, you get a 
certain amount of money, but if you see 
something for the second time, or another 
hunter has seen it before you, you get less 
because ifs already been discovered." The 
forms of life are many and varied, including 
sharks, jellyfish and dragonflies, and the type of 
life you're likely to find changes as you move up 
and down through the different levels of the 
eye's gaseous atmosphere. 



MMMM. FASHINATING! 

Eye ot the Storm employs all sorts of clever cutting-edge technical tricks 
and techniques, the hottest of which is Gourad shading - the 
new buzzword among hip programming types. So what 
exactly Is it- "Gourad shading is the next step on from light- 
source shading, ■ Jason explains. -Basically what it does is 
smooth out the hard edges in polygon shapes using colours. 
Where you have two polygons meeting along a sharp edge. 
Gourad uses colour graduation to make the join less sharp. 

It's a very new technique, and combined with Seller 
curved polygons, we've been able to produce some very 
interesting shapes indeed. We're only using Gourad shading 
for the organic objects In the game though - all the mechani- 
cal objects like spaceships are supposed to have sharp edges 
after all " 
I*"", fashinating. 



(Salon) two ipa<e»hlp* on an 
•cUon-eadaad strafing run. 
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In order to preserve that "still playable in six 
months" quality that he's been searching for. he 
and programmer AJ Perrott (ot Starglider 2 
fame) have endeavoured to make the playing 
area as large as possible. "In geographical 
terms, it's somewhere between ten thousand and 
sixteen thousand miles square. In the game, that 
translates into, lefs see... if you had the fastest 
ship in the game, travelling at top speed, it wouW 
take you around six to eight minutes to travel 
from your base in the centre of the eye to the 
very edge. In fact ifs impossible to travel that far 
in one go, because you wouldn't have enough 
fuel. You'd either have to position special fuel 
pods along the way, or use one of the special 
teleport gates." 
While Jason has been working on the design of 
Eye ot the Storm for over 18 months now ("I've 
always wanted to do a 3D game", he says), cod- 
ing has only been in progress for the last ten. 
Currently he and AJ are trying to figure out what 
objects in the game will be indestructible, Once 
thaf s done, ifs down to a marathon session of 
bug-testing which, for the most part, will consist 
of sitting back and watching the game to make 
sure everything behaves exactly as it should. 
The release date for PC, ST and Amiga versions 
is set for September - watch out for the full ACE 
review around that time. 
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The Eyes have it. Or, to be more precise, 
the Blue Dragon's Eyes have it. Magical 
powers, that is. An ancient legend in the 
Book of Illumination prophesies that should the 
people of Alurea ever be under threat, the Blue 
Dragon's Eyes will appear to save them. 

But you can't trust fables. One grey day, a 
monstrous Warlord invaded Alurea and put the 
King and Queen to the sword. It was only thanks 
to the courage of loyal courtiers that their twin 
baby sons escaped death. 

Fifteen years passed, and the twins grew 
hungry for revenge. Strapping on swords and 
putting their best platform-hopping feet forward, 
the two teen-warriors set out on a quest though 
six levels of arcade action to find the Eyes and 
save their Kingdom from evil's slavery... 

CAPCOM KINGS 

Tiertex are no strangers to CapCom 
conversions, being responsible for the recent UN 
Squadron and Mercs. This current project is 
being programmed by Andy, with Wayne on ■ 
graphics and John writing the music and sound 
FX. (For security reasons their surnames must 
remain Top S ecret!) Work started back in 
January using the PDS development system, but 
mid-way though the project Tiertex switched to 
the newer, more-powerful SNASM system. 

What is it that they like about Mega Twins? "Ifs 
got plenty of colourful sprites, fast action and ifs 
great with two players. The wide range of varied 
levels keep you interested because you want to 
see what's next." Indeed. As well as Hie tradition- 
al cross-country monster bashing and platform 
jumping antics, the Mega Twins have to negotiate 
underwater caverns and even fly through nasty- 
infested aerospace at one point (thanks to a 
magical flying cap!). 

Although Mega Twins is Andy's first 16-bit 
arcade conversion (he previously wrote 
Defenders of the Earth on the Spectrum), it looks 
like the work of a seasoned pro. Many ST 
scrolling games have drab, repetitive backdrops 
because they're built from graphic blocks stored 
in memory in several pre-scrolled positions. This 
means memory is rapidly eaten up, restricting 
the number of different graphic blocks that can 
be stored. 

Mega Twins^ backgrounds, on the other hand, 
scroll smoothly and are packed with variety and 
colour. Very impressive. How did was the effect 
achieved? Andy doesn't want to give too much 
away, but states, The scrolling in Mega Twins 
uses no pre-rotation but takes up a lot of screen 
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US GOLD hopes that Mega Twins will be the Rainbow 
Islands of 1991. ACE visits Manchester-based Tiertex 
to see how CapCom's cutesy coin-op is converting..- 




Don'l panic) thH h one of the intro tenant- Normally ttw 
action never flab this bad fortunately! The spritn rang* from 
liny (■ ■ ■ pin.li) to hug* (12S ■ 104 piseli). Many of lha larfl- 
■r. moil complex mean la* ara built from tevaral iprllet. 



COIN-OP COMPARISON 

These screenshots are from the original coin- 
op- Apart from the obvious - and unavoidable 
- decrease in colour. Tiertes has done a 
marvellous job of porting the detailed 
graphics across to the Amiga and Atari ST. 
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Laval Hva. At first ha iih on a cloud at tha top of tha 
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you. bafora jumping down to fmrth you off himself. 
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Can tha Twins save the Kingdom? Their fata 
a friend**! hand*.- 
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Wight} Tha f rni I aval ihi you mating your way though tha 
wood*. Ihow blue guyi may ba cut*, but thay'ra just e deadly 
as rha ugttatt morataf . A single jab bom your magic sword 
•ill tea (ham utf 



! njhii Don', dam up) Ihli giant ihall guards tin entrance 
lo torn* undamataf ciici lo progress you'll have la slice 'n* 
dka tha cut. lima HtmH Crab Brit. Don't got too sentimental 
• tha crab doesn't give a i«ood thought about doing tha uma 
■SJIM 




NO COMMODORE COP OUTS 



Good as the ST version ti looking. Amiga Mc*gj Twins prom I tot to be even better! The Amiga's blltter 
■nd hardware scrolling capabilities will be fully used for a faster game, and the Amiga's wider 
palette will also be Implemented to give subtler colouring to the graphics. Memory permitting, cer- 
tain background features - like the giant waterfall - will be animated. 

nettex loyed with the Idea of including the arcade machine's parallax, but eventually decided against 
It The reasons are simple: parallax would mean using the Amiga's 'dual-playf laid mode', which only 
allows backgrounds in B colours. Tiertex felt the decrease In colour would spoil the look of the game. 



memory. It the most difficult bit of the game to 
write. Ifs a massive piece of very complex code, 
and took me a month and a hatf to develop." 

SCREEN TO SCREEN 

So how do you go about porting a complex coin- 
op like Mega Twins across to the home 
machines. Did CapCom help much? "As develop- 
ers." says Tiertex's spokeswoman, Rachel 
Farrow, "We don't realty have that much contact 
with them, tfs usually US Gold who deal with 
them. At first, we were given a video of the 
game being played through, but later we were 
suppled with the actual arcade ROM board, so 
we could get the feel of the game correct as 
well as the graphics." 
The arcade machine's graphics were digitised 
straight from the screen, then ported across to 
an Amiga running DPamt 3 for re-mapping in 16 
colours and general touching up. The 
backgrounds are split up and stored as 480 16 
x 16 :>•■■ blocks. Although the sprites and the 
backgrounds use the same 16 colours, raster 
spatting will be used to generate a different 
colour palette for the score panels. 

THE FUTURE? 

Mega Twins is well on schedule for its August 
completion date, and should hit the shelves in 
Septembef. But as arcade machines get more 





Carefully doe* It - you re approaching the and nf tha tilth and f nal lava I. whore you finally confront the taro-headod I 
This ST shot is a lm« osample of tha highly data I lad background*. I hank i to Andy * programming tha'e haw* boon no 
compromises in speed or smoothness to achieve this - the ST game scrolls tha backdrops M two piaci Irwrnmnti avery two or 
three frame* (depending on how much action there I* on screen). 



that doesn't wow 'em in the arcades but converts 
well to the home machines. And Tiertex is very 
happy with their work so far; "Mega Twins is very 
faithful to the arcade original, incorporating near- 
ly all of the graphics and payability." But a 
Rainbow Islands for our times? We shall see, 
readers, we shall see... 

• David Upchurch 



and more complex and become more like funfair 
rides than games, what do Tiertex think is the 
future for coirvop conversions? Rachel's answer 
is unsurprising, "We think the future's very good, 
riiough with some arcade machines ifs only pos- 
sible to get a gist of what the original is like 
because of hardware limitations." 
Fortunately Mega Twins is the sort of game 
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HIGH FIDELITY 

ACE's reviews, you should find, differ from those in other 
magazines. And frankly we're pleased. It's not an 
intentionally contrary stance, but we do rather pride 
ourselves in spotting those niggling little flaws which make 
games less enjoyable for you. While other titles may well be 
happy to promise later levels full of excitement, we'll only 
tell you what we've seen for ourselves. Hopefully, the result 
is an altogether more coherent, reliable and believable read. 



o 



packaging and pretention are m«d*o<re. but altar a 
trm imnutet the depth of gameplay really brtev 
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The PIC - Predicted Interest 
Curve 

- is the most sophisticated 
reviewing tool around. 

The curve is divided into six 
sections, indicating the player's 
adrenalin level after one minute, 
one hour, one day. one week, one 
month, and one year. And this 
can tell you a lot more about a 
game than just the interest 
levels — 

The minute, hour, and day 
ratings can tell you a lot too. rf 
there's a dip here, followed by a 
rise, you've got a game that may 
take a bit of getting into. 
Alternatively, the graphics may 
put you off for a while until the 
gameplay starts to grip. Check 
out the PIC comment for more 
details. 



We won't rate a game unless it 
represents what you'll find on the 
shelves. If a game's not finished, we 
won't rate it. Instead we give it an 
ACE Preplay verdict panel that tells 
you how we think it's shaping up. In 
most cases, a full review of the 
finished game will follow in a later 
Issue. 
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Just in time to catch the 



combat-sim-without-the- 
sim wave before it 
becomes a cliche, CORE 




DESIGN proudly present 



their whirlybird actioner 





•he/re sick of boring flight Sims, are Core. 
I And they feel that the buying public are the 
same. So Thunderhawtfs mission is to fly 
straight into the metaphorical, if you will, 'kill 
zone' of gameplay without all that pre-flight 
nonsense that everyone finds such a drag. And 
while if s wrong to assume that there's some 
worldwide backlash against detail, (f s true that 
the statistic brigade have already been more 
than admirably catered for. And so, while 
Microprose et at deal out the heavyweight sims, 
Core are endeavouring to pull that lucrative pool 
of arcade fans into the genre more gently. Well, 
thaf s the plan. 

And it appears to have worked extremely well. 
There ts, of course, a great difference between 
depth and unnecessary complexity. Stripped of 
virtually all irritating drawbacks Thunderfiawk 
scores actiorvpacked hits in all areas. For a 
start, everything is controlled through the mouse. 
Everything from weapons selection through 
helicopter control to target tracking. Only when 
flicking through the extemakamera views of the 
action need the player's fingers ever encounter 
the keyboard. 

Far from being a nightmare memory-test of 
clicks and non-clicks, the system holds up 
extremely well, making it tricky for all but the 
most dismal pilot to perform all those hilarious 
flying into the ground stunts when they were sim- 
ply trying to select their next target. 

The game is broken down into a series of cam- 
paigns, each featuring the hybrid chopper 
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m ThuncWrhawk pilots 
tothf nononwnt« control 



punching horn* the kill* and hugging the terrain like pro* thanks 
Fin thod. 

• Mdum lett/nght Bank left/right 



• Mixjw forward Ttlt nose down (and advance depending on speed) 

• Mouwb*ili • Tile nose up (and retreat depending on speed) 

• Bight button and forward/back - Increase 'deer ease engine torque 

• Right button and left/r^ht- rotate with tall rotoe (il hovering) 

• Right button click - Cycle through weapons 

• left button elk* - Fire weapon 
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gunship m a pivotal role, working at the enemy 
defences allowing ground troops to do their 
work. In the first campaign, for example, a 
defecting Soviet physicist must be assured safe 
passage from deep behind enemy lines. The 
campaigns are further sectionahsed into 
objectives- In the safety of his headquarters, the 
mysterious allied controller Jack will talk you 
through your next mission, highlighting key 
targets which should be destroyed to ensure 
success. 

Before taking to the skies, the pilot of the 
chopper must select the most appropriate 
arsenal for the mission. An automatic default will 
select a decent selections of usable tools for the 
job, but self-confident ftyboys can stock up on 
flashier kit to suit their personal preferences. 
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& Essentially, the player is continually presented 
with a list of targets to destroy, some 
information on the defences in the area and the 
benefits of a successful mission. Depending on 
whether you're feeling like a top-dog killing 
machine or simply want to get the job over and 
done with, you can elect to try and clean the 
enbre combat zone or hit only your specified tar- 
gets before escaping. The rule of thumb is that 
by working a bit harder on each mission, destroy- 
ing as many ground troops and defences as pos- 
sible, your forces will be in for an easier time on 
the next mission. 

Even in the most ferocious fire-fights, the 
handling of the helicopter works intuitively. Some 
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serious thought has gone into the control 
method, making it probably one of the friendliest 
and most flexible user interfaces around. (See 
the 'You're In Control!' panel) 

That the game packs more combat into five 
minutes than many manage to muster up in half 
an hour while still maintaining a degree of realism 
and purpose can only be a testament to Core's 
design ability. 

The sectionalisation of the game works particu- 
larly well; providing short, punchy game 
sequences, and since flying through dead air 
space is kept to an absolute minimum (having 
completed your main ob|ective, turning tail and 
heading for home will trigger an automatic back- 
to-base situation) Thunderhawk plays like a set of 
good short stories. Not so much a Tom Clancy, 
more an Action Man novella. 

Presentation and ergonomics are >w coHc > 



throughout, and all the words about 
being put into how the game is playe 
from the user back, putting the fun tiack into 



flight games which sounded so hear 
couple of months ago have been pr<] 
justified. 
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VIEW TO A KIL1 

Aside from external Helicopter vi 
view your chopper from a filed i 

layer 

can opt to view the action from e!lj| el an In- 
weapon camera or from the p.o.v. of the 
currently telected target. 
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ooto b as the Mended t rget rushes into 
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ng in at the target lefore the screen 
i static snow. 



• Jim Douglas 




Dniroying Ureal! with Inappropriate weapon* can be itranee- 
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eipkrilve charge on a residential houu or by taalng on a tana 
with a machine gun. Reel WWo» o/ fha Apache Hull 
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^ftstles takes several existing gameplay 
Wgenres and combines them with a healthy 
dollop of historical authenticity to provide a game 
packed with punch, promise, and pitfalls in 
roughly equal portions. The punch and the 
promise give the game a very high initial impact - 
leading you to believe that it is every bit as good 
as other magazines have cracked it up to be. 

After about five hours play, however, distinct 
reservations emerge, and after ten to fifteen 
hours you're as acutely aware of the program's 
deficiencies as you are of its good points. Lef s 
not be too harsh here: Castles IS a very nice 
original package and a serious contender for 
your cash, but the hype has rather overtooked 
the weaknesses. Here's the rundown, so you can 
make up your mind for yourself. 

There are three game scenarios, involving the 
construction of one, three, or eight castles as 
part of your efforts to subdue the Welsh 
chieftains. Using reference material provided 
(and your own imagination) you design your own 
castle and then hire labour to build it, along with 
military (soldiers and archers) to defend it. 

Your castle consists of walls connected by tow- 
ers {square or round) and broken by gateways. 
There are seven classes of labourer and the bulk 
of the gameplay consists of optimising your 
labour mix and its application to each element of 
your site. This is a complex business if you want 
to do it well, because (a) the requirements of. 
say, a wall will vary dunng construction (more 
diggers required during the early stages, for 
example) and lb) the game does not tell you how 





Flr»l dajlgo your emit*, placing torwtruttlan alumont* on tho 
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put a hoavy towar on top of a manht H you mafca a mtatafca 
you can uu th* arata tool In ramova alamanta Ibui don't 
wmN lima building anything you're not 100% sure of). 



many of each labour class are assigned to an 
element. 

During construction, your site will come under 
attack. You are warned of an attack either imme- 
diately the enemy is sighted or sometimes by a 
messenger screen reporting movements of 
enemy forces. Although some attempt is made 
to generate excitement through reports of major 
offensives, in practise the opposition starts weak 
and climbs a steady curve, pitching its strongest 
force at you at the end. For this reason, and 
since there is minimal strategy involved, 
defeating the opposition is a lot easier than it 
ought to be. 

THORNY DILEMMAS 

There's also a Dictator-style side to the game. 



Your caiMa ti now In tha aarty itagat of <on*tni<1lon. Bight 
now. wa/wi got toarru working on tha north wall towar* Uaa 
longast to but Id and should be tatklod tint, to that thay an 
glvo lupport to tha wall* alongalda. WalU may collapte H •dj* 
cant element* ara not tall anough to luppnrt lham. 



which complicates what would otherwise be a 
pretty simple challenge. First, you must balance 
your finances, which are based on taxation, and 
avoid bankruptcy. The latter can lose you the 
game (at least in the single castle scenario), 
since your soldiers desert and the enemy can 
then, in the early stages, completely destroy 
your site. 

As well as manipulating public opinion via 
taxes, you must also respond in a multiple choice 
manner to dilemmas presented to you by 
messengers. These dilemmas demand that you 
take action or pass judgement in disputes involv- 
ing either the nobles or the Church. The choices 
tend to fall into the same pattern: either you 
please noone with a compromise or you please 
one of the two parties and anger the other. Stick 
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to the latter and you can't go far wrong. 
Al this is presented using straightforward text 
informatxxi screens, usually with some static 
illustration, or by one ot two views of your site - 
see the screenshots for details - showing your 
workers scurrying ant-like about their business. 

COUNTING THE NIGGLES 

All this makes for very absorbing gameplay • for 
a whle. So what goes wrong? First, the 
documentation is very poor to the point where 
parts ot the game are almost unplayable without 
some unsupported lateral thinking. For example, 
you can actually redirect labour crews on 
existing site elements using the DESIGN option, 
which gives you an overhead view of the site. 
This is necessary because, using the isometric 
«w, it is sometimes impossible - or at least 
extremely difficult - to click on areas obscured by 
others that stand in front of them. The program 
provides a flip viewpoint function to facilitate this 
out it doesn't always help. 
The documentation also fails to support the 
interesting aspects of castle construction as 
implemented in the program. For example, the 
code is obviously allocating different labour 
classes to different elements at different times, 
but neither the program nor the documentation 
updates you on this score. More on-screen infor- 
mation about what's going on would have made 
a big difference. 
In later stages of castle building, you have no 
way of tefcig the difference between an aJmost- 
finished section on which work has stopped for 
some reason and a finished one. other than by 
cfckiig on rt with the mouse for a labour report, 
H would be mce, particularly when you've just 
restored a SAVtd game, to have all the elements 
reported on m either a different screen format 
(e.g. a Master Mason's report) or, even better, 
orvscreen with arrows and boxes reporting on 
each element. 
There are numerous other niggles, ranging 
from the fact that even the Treasury can't give 
you a total expense sum for your current 
commitments (you have to add it up yourself), 
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through a failure to indicate 
which current site element is 
selected (useful when you have 
two wall sections side by side 
in an identical state of 
construction), to the program's 
annoying habit of interrupting 
you at any time - even in mid-adjustment of 
labour values, for example - with another 
messenger or announcement. 

These problems - and others like them - are 
particularly frustrating because there's not 
technical reason why they couldn't have been 
SQlved before release. Take the interruption 
problem above, for example: far better would 
have been a flashing trumpet or scout icon on 
the screen, which you could click on as soon as 
you'd finished your current task, invoking the 
messenger screen - or suffer the consequences 
of ignoring it A similar design failure means you 
have to be careful to pause the game whenever 
you leave the terminal, even for short periods. If 
you forget, messages (which do not wait for an 
ENTER key to scroll off screen) will have come 
and gone, leaving you with a screen of multiple 
choice options and no idea what's going on. 

When you finish a game, you get a very brief 
analysis of your career - far too brief, in fact. It 
would be nice to have had some form of 
performance analysis on your labour allocations, 
for example. As it is, you feel a bit let-down after 
spending so long constructing, conciliating, and 
kicking ass. 

On the positive side, Castles is genuinely differ- 
ent. You get a feeling of authenticity and a task 
that constantly requires attention, spiced with 
numerous little added dilemmas. On the minus 
side, anyone with a decent brain is going to find 
the one and three castle campaigns rather easy 
(the eight castle campaign is as much one of 
added patience as it is one of added skill). In the 
end, the absorbing gameplay is slowly eroded by 
niggling shortcomings and the frustrating feeling 
that just a few extra ounces of game design 
would have resulted in a real heavyweight title. 

• Steve Cooke 
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Vou can also view combat In the MAIN mode - more attractive, 
but rather more difficult to control your troops 
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JIMMY WHITE'S 

WHIRLWIND 



Snooker loopy nuts are 
we... and it's all thanks 
to VIRGIN and Archer 
Maclean. 

And it's hardly surprising, given the quality of 
the latest game from veteran programmer 
Archer Maclean. From the violent excesses of 
the brilliant Dropzone, international Karate and its 
even harder sequel JK+ to the hushed 
atmosphere of the matchroom and the famous 
green baize? Hardly a predictable move, but the 
end result is, nevertheless, a winner - and 
Archer's most remarkable game to date. 

Cue games have of course been around as 
long as people have been able to program - plot 
a few coloured shapes, bung in a few angleof- 
deflection algorithms and away you go. Even the 
idea of taking the genre into the third dimension 
is nothing new, thanks to Nick Felling's 3D Poof 
of two years ago. One vital feature thaf s been 
missing from all these past efforts, however, is 
any element of realism. No game has ever 
recreated what if s really like to play Snooker. 
Until now. 
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Jimmy While's Whir/wind Snooker uses an 
approach similar to the aforementioned 3D Pool- 
the idea is that you view the game on screen 
from the same angle that you would view the real 
thing, so shots are really lined up from behind 
the cue hall rather than floating over a plan-view 
table like you're having some kind of out-of-the- 
body experience. The table can be rotated 
through various axes and viewed from adjustable 
proximity, so you can see what's going on from 
virtually every angle conceivable ■ the 
computerised equivalent of walking around the 
table and leaning in to get a better idea of angles 
and distances before playing a shot 

More than anything, the trick with Snooker 
games has always been simulating ball 
movement accurately, so that the game plays as 
it should, without balls careening off at inexplica- 
ble angles or suddenly running out of momentum 
for no apparent reason. In JWWS everything is 
spot on, and those who play the real thing 
regularty will be most impressed, as they see 
that they make the same mistakes on screen as 
they do on a real table. As in the real game, ama- 
teur players are likely to get mighty miffed until 
they learn how thick or thin to hit a ball in order 
for it go at the right angle, but once you've 
picked up the nack there's nothing quite as satis- 
fying (and tense) as break-building. 
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(■ighl inwl) M you need to swerve the cue ball over a short distance (la go around a ball batwaan you and your target for 
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II. low tmal) Whan a shot is played, special "cameras' can ba put Into operation to (rack tha actum around tha table. Iha cue 
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Impnsung your mates - we've yet to find anyone whose eye* haven't bean sent a goggling by it* high-speed sherujnlge-ni. 




aCk 



;1:H;M: f ' ' 




***** •*•«" Wctural A lot of thought ha* gone Into (WWV. Icon control - tha control panel can evert ba viewed In two different way* to that H 
■aver gets to tha way of tha action. Spin, senna, swerve and power are all Just a mouse dldi away, and before long you find yourself setting up 
■hob Inrtincltve-ly. without even having to think about It full marks for implementation hare, aa the lees lima you hav* to spend fiddling with 
troublesome Icons, the mora grey matte, you can devote to the shot In hand. 
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(above) Various plan views ara Available, giving a mora com- 
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While a two-player game is obviously the most 
fun, a variety ot computer opponents are provid- 
ed for solo people to play. They are Tom (easy). 
Dick (good), Harry (harder) and Jimmy (White, the 
champion). As you progress, you can hone your 
game, incorporating more sophisticated tactics 
like positional play (you're lost at serious level 
without it). Swerve, stun, screw and every type 
ot spin imaginable are all possible, and vital for 
such dirty tricks as snookering your opponent 

The end result of such a comprehensive and 
realistic approach to recreating snooker is 
without doubt the most authentic and playable 
sports simulation ever seen on a home 
computer. It looks the same, plays the same and 
if s virtually impossible to find something you can 
do on a real table that you can't do here (short of 
tearing the cloth). The only omission would seem 
to be the absense of rest shots - no matter how 
awkwardly a shot is positioned, if s always reach- 
able with a standard cue. That minor niggle 
aside, Jimmy White's Whirlwind Snooker is the 
ultimate sports simulation to date • and unless 
some bright spark devises a way to beam a holo- 
graphic image of a snooker table from the ST 
into your front room, it's going to stay that while 
for quite some time. 

• Gary Whltta 
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CENTURION 

DEFENDER OF ROME 



Friends! Romans! 
Megadrive owners! 
Lend ELECTRONIC ARTS 
your ears... 



Looking back through the annals of world his- 
tory, ifs not difficult to find that, in their hey- 
day, the Romans really knew how to put 
themselves about a bit. In their time the boot 
boys in leather skirts stoved in more than a few 
heads and stamped their authority throughout 
Europe. Electronic Arts' simulation of those 
great and gory days first appeared on the PC 
late last year, with an Amiga version following 
shortly after - now Megadrive owners, so far 
stuck with a diet of shoot-'em-ups and platform 
games, are in on the act. 

Centurion is ever-so-slightly similar in its basic 
approach to strategy to that crusty Cinemaware 
classic Defender of the Crown - which, upon fur- 
ther investigation, is hardly surprising as the 
author of both games is one and the same, 
Kellyn Beck 

You're cast as an aspiring young Centurion, 
with a duty to defend his homeland and at the 
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bootee'* elettrk whip Km Infinite energy, so he's alright 




The First Roman Army feces off against an angry barbarian 
fore foe control of a territory. Since the numbers loot about 
even, this one will all be down to tectks. 



same time spread the Roman empire as far 
afield as possible by capturing foreign provinces. 
Things kick off m Rome (you know, that place all 
roads lead to), with a single legion of soldiers 
under your command and a city full of already 
disgruntled citizens to deal with. 

The fact is, getting your gloved mitts on other 
provinces ain't easy. The people that live around 
Italy may not be as technologically advanced as 
you, but they don't take kindly to'the Romans 
marching into their territory and assuming 
control. To win a province over, you've either got 



Chariot Racing li a good way to make a fast bucfc - providing 
you've got the skill to get across the finish line first. It's pe» 
bla lo bribe your opponent* to give you a better chance, but 
don't be too sure of yourself. 



to schmooze them into a friendly alliance or, if 
they're not going lo listen to reason or you just 
feel belligerent, blitz them on the battlefield and 
seize the reigns of power. 

Friendly alliances are relatively easy to 
organise - providing the other party is willing to 
listen. Problem is, most of the time the/re not- 
so violence is often the only alternative. When the 
two armies face off, a variety of classic Roman 
battle strategies are available to you and making 
the right choice, based on the size and 
characteristics of the opposing forces, is vital. 




This time it's really really personal - courtesy of those 
slimey xenomorphs at SEGA 



Jft aaiieee! Aliens are over-running the Earth! 
#%Not the nice sort of aliens either, not like 
the ones with the spindly arms at the end of 
Close Encounters. No, these ones are really hor- 
rible, with big, slavering mouths full of razor- 
sharp teeth, leathery scales and big claws. And 
they're not here to be our mates either. Instead 
they're spending their time rounding up innocent 
humans, eating their houses and generally taking 
over the planet 

Between them and planetary denomination 
stand three awesome shadowy figures. The 
ultimate warriors. The Earth's last line of 
defence. Or something. 

Their names are Gordon (super-butch male), 
Karla (well-endowed flamethrower woman) and 
Scooter (C-3P0 lookalike with an electric 
bullwhip). Together they must complete eight 



missions, blasting the alien filth back to the 
galactic hellhole they crawled out of. And a 
thing too! 

Men Storm, converted from the Sega coinop, 
is a one or two player kicking-in extravaganza 
that's best described as GoWen Axe with guns 
and extra bits. The hero(es) stroll along from left 
to right and as they go are accosted by all 
manner of alien hordes. Combat is simple 
enough - just hammer away at the fire button to 
deal out whatever death you're equipped with 
until the alien shrivels up and dies. The trick is 
doing it without letting said aliens get close 
enough to use their own particular special talents 
against you. Each type of alien has its preferred 
method of attack, ranging from mindless bashing 
to jumping on top of you and sucking your face. 

When you've battled through to the end of a 
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If you emerge from the melee victorious, the 
province is yours to command - but you'll have to 
work hard to keep it that way, fighting more 
battles to quell resistance forces and organising 
games to keep the populace happy. You'd be 
vwll advised not to squeeze them too hard for 
taxes, or you'll find yourself with a rebel uprising 
right on your doorstep. 

As the game progresses, so does your rank 
and level of power. More men come under your 
command and you have access to ships to 
spread your empire still further. You may even 



get a shot at seducing Cleopatra and becoming 
Emperor of Rome, Hot stuff. 

Strategy fans looking for something 
challenging but not too Tefal-heady will lap this 
up ■ if s an especially attractive proposition for 
Megadrive owners, who until now have only been 
using their brains to send electrical impulses to 
their joypad fingers. All said and done, it's a nice 
introduction to strategy, and hopefully not the 
last game of this type we see on the 'Drive. 

• Gary Whttta 
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street corridor or whatever there's some 
human rescuing to be done. Enter a rather inter- 
esting (and very fast paced) Beast Busters style 
sub-section played in first-person perspective as 
you torch everything in sight through your 
weapon's roving crosshairs. In addition to the 
aliens swarming about and leaping at you, there 
areHerestoring medipacks to blast (a neat fea- 
ture is the game of ping-pong that often 
develops in two-player mode as you and your 
mate battle it out for the bonuses - the prize 
goes to the last person to shoot the icon as it 
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falls down the screen) and you can also blow the 
hell out of the background, just for a laugh. What 
seems strange, however, is that the human 
hostages that run across the screen to safety 
can't be shot. It might have been better to leave 
them vulnerable, a la Operation Thunderbolt, so 
the player must be careful where he shoots. 

Anyway, once thafs all over with, there's anoth- 
er short sub-section where the players run at high 
speed across the landscape, shooting everything 
in their way, and then ifs back to the familiar 
action on the next, tougher mission. And thafs 
about your lot. The ubiquitous end-oMevel nasties 
are out in force, and the designers have done 
their best to make mem as bizarre and as 
gruesome as possible - although since the game 
has such a camp air about it (innocent dustbins 
and oil drums come alive as mutant snails and 
attack you), ifs difficult to take any of it seriously. 



Perhaps thafs why ifs much more fun in two- 
player mode, because you can have a laugh with 
your partner while you blow away all and sundry, 
particularly in the gunsight section. 

What disappoints most is that the heroes' 
weapons really aren't that good and, while some 
of the action set-pieces and smart bombs are 
quite impressive, the guns themselves are a bit 
pathetic and don't have the kind of awesome 
wasting power that would have given this game 
some real fun. Marks for effort - and fans of the 
coin-op and Golden Axe will be happy enough - 
but at the end of the day, I'm afraid, this one 
misses its target 

• Gary Whttta 

Trunks to Shekhana Consotti (061 089 9412) tof the loan of 
this review cartridge. 
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Maupiti 

sland 



Ah, you canl beat a good whodunnit. Come 
the weekend, what could be better than 
grabbing a few tinnies and crashing down iff 
front of the box with Lieutenant Columbo 
(There's just one thing I don't understand^^^ 
Inspector Morse ("Shut up, Lewis") or, that old 
stalwart. Chief Inspector Wexford I'll wuz a 
croiyme of paar-shunnD. As far as games are 
concerned, however, the detective genre has 
never really become much more than just a quiet 
backwater, with only the occasional offering (nor- 
mally, for some reason, from across the 
channel) popping up from time to time. 

Things are looking up, however, with 
Delphme's Cruise For A Corpse looking set to 
revitalise the genre when it surfaces later this 
summer, and in the meantime we've got another 
continental effort to keep budding Spenders on 
their toes. Mauprti Island is set on an isolated 
tropical Caribbean paradise where you, vacation- 
ing detective Jerome Lange, have been stranded 
by a malevolent cyclone. During your stay on the 
island a young girl, Marie, is kidnapped and you 
agree to head up an investigation to find her. 
Pretty shaky stuff of course, but no worse than 
your average TV tec set-up. 



Is LANKHOR's 
gallic whodunnit 
worth further 
investigation? 
Hercule ACE 
finds out... 



In typical French style, all your detection work 
is done in what is supposedly the most 
convenient way possible, so no matter how com- 
plex the plot gets, all you ever have to do is 
make a couple of mouse clicks to do whatever 
you want. Everything is menu and graphic- 
controlled - you're presented with a first-person 
view of your surroundings, with the menus 
comprising the various actions ttake, talk, ask, 
push, etc) at the top of the screen. You pick up 
clues by looking for interesting objects (most 
locabons have them, you just have to look very 
carefully), and questioning the right people. 
Nobody on Mauprti wants to talk much, but what 
they do say, when collated, can often create new 
leads and suspicions. You can follow suspects 
around the island, listen in on conversations and 
even beat people up to get answers out of them. 
Despite the fact that Mauprti is no small game 
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(there are plenty of characters and locations), it 
somehow gives the impression of being very km- 
ited, and somehow claustrophobic. While much 
is made of the complex plot, the maiority of play- 
ers are likely to get fed up before they get far 
enough for a discovery to spur them on, and 
only the most determined are going to persist. 
There's plenty of potential in the whodunnit genre 
as old classics like Murder On The Mississippi 
and Vera Cruz have shown over the years. This, 
however, doesn't go anywhere near realising it If 
youYe really itching for a 'teccy game, 
something tells me you'd do much better to wait 

for Cruise For A Corpse. So do that instead. 

• Gary Whin 



(Abova) Iha piar. whara your boat ia anthorod. 
(Abo*, lop) Kaap your «<t» about you lit Iha swamp. 
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Jey, man. Hit the white room. Futuresports 
are back in style. Core Design's Retro and 
EA's CyberFight are both being rewed up for 
release soon, and rumours abound concerning 
the signing of the official Ro/terball licence. While 
we wait tor these to turn up however, we at least 
have Sliders to keep us going - although if this is 
an accurate representation of how the future is 
going to turn out, we might as well turn it in now. 

Sliders is played over a series of 12 4-way 
scrolling isometric chequered playfields. Each 
player takes control of a free-floating sphere that 
slides around the landscape after a little puck, 
which also slides around the object The idea is 
to score goals by getting the puck to pass over 
the opponent's score zone, which also acts as 
the starting point for each player. Now, each 
sphere comes equipped with a lithe compass 
thing that always points in the direction of the 
puck to help you find it, and once ifs found you 
can use magnetic power to attract the puck and 
fix it onto your sphere. When locked on you can 
then fire the puck in any direction you choose, 
hopefully sending it sliding over the score zone. 

Extra gameplay elements are provided by land- 
scape features that crop up as you make your 



way through the playfields - there are magnebc 
arrows which force you in various directions, 
steep hills, narrow catwalks and a variety of 
different surfaces that slow you down, speed you 
up and send you bouncing around. And thaf s 
about your lot. really. Thankfully, the game's 
front end is very user-friendly, allowing you to 
change just about every game parameter (speed 
of the spheres, inertia, friction, shot power et a/) 
- a vital addition, as the game is frustrating to the 
point of wanting to put your foot through the 
monitor screen with the defautt settings. 

The crying shame about Sliders is that 
because ifs basically a good idea, it had tremen- 
dous potential to be playable - and that makes it 
all the more frustrating. There's nothing more 
annoying than playing a game thafs oh-so-nearly 
excellent but has been wasted by sloppy 
execution. There are brief moments, particularly 
in the split-screen twoi>layer mode, when the 
game really is fun, but the whole thing is lost 
because of a few frustrating elements. For a 
start ifs incredibly difficult to score a goal, 
because half the time you have to guess where 
the goal is, and when ifs on screen ifs even 
more difficult to actually get the puck to touch 



the score zone. The onfy way to make scoring 
easier is to turn the Throw Power right down so 
you can get close, then just trundle it over, but 
this slows down the rest of the game because 
you then can't throw the puck at a reasonable 
distance across the field. Surely a more sensible 
alternative would have been to relate the shot 
power to how long the fire button is depressed? 

Another frustrating flaw is the over-use of land- 
scape features, particularly the slow-down hies 
and magnetic arrows. All the do is interfere with 
the game itself, and thus they detract from the 
overall effect rather than adding to it. Remember 
guys, sometimes less is more. At the end of the 
day ifs a funny old game, and Sliders is a game 
that could have been excellent but instead isn't. 
And thafs the biggest shame of all, really. 

• Gary Whltta 



Is PALACE'S latest slippery when wet or just wet? 
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CRUISE FOR 
A CORPSE 

Dclphinc's Long- 
Awaited Whodunnit 
Is Finished At Last... 
Was It Worth 
The Wait? 



JIMMY 
WHITES 

WHIRLWIND 
SNOOKER 




CRUISE FOR A CORPSE • JIMMY 
WHITE'S WHIRLWIND SNOOKER • 
MAUPITI ISLAND • BATTLE CHESS S • 
SWAP • THUNDERJAWS 



MISSING 
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SEE ABOVE 
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Coirvop cabinets with guns mounted on them 
aren't a new concept. They go back to the 
turn of the last century, when our arcade-going 
ancestors piled their money into 'shooting 
arcade cabinets and blasted at moving targets 
with guns that shot ball bearings. Nowadays the 
guns 'shoot' light and the targets are presented 
on a video screen, but basically the concept is 
the same. 

It was Taito who really revitalised the guns-on- 
machines craze a few years ago, when their Uzi- 
mounted cabinet Operation VVoJ. took the arcade 
world by storm. By the time the sequel 
Operation Thunderbolt arrived, every coin-op 
manufacturer in existence had leaped onto the 
bandwagon, and now arcades are packed with 
machines sporting one, two and even three 
(count 'em) guns! 

One such game is Beast Busters, more memo- 
rable than most because instead of blasting mili- 
tary targets, the players must destroy an army of 
browrrtrouseringly horrific zombies, who are 
whoopin' it up around a shopping centre in true 
Day of the Dead fashion. All manner of horrors 
are in there, from zombie dogs to shocking zom- 
bie shoppers, and there are big zombie 
guardians lurking at the end of every zombie 
level. So ifs blast, blast and damn and blast to 
keep your energy from being sucked up by the 
zombie scum, 

Activision's Amiga conversion certainly man- 
ages to capture the looks and action of the origi- 
nal machine. Ifs got virtually all the levels and 
the simultaneous tw&player action, but Hound it 
al rather dull. 

The mail problem is that when it comes down 
to it, playing with a mouse is awkward. In the 
arcades, having a black placcy Uzi chattering 
away by your cheek as you blow the beanies out 



(Right) tolling a laaf 

Inn" Hun {Friday 

the f Jth> VoorhM*' 

booh, thelc end-of 

lavel rombtai an* 
amlng the Imm 
In .f t.rlif o fashion - 
fca-hodtay math*. 



(B«k>w) 'We're on a 
one-way a ■press 
alavalor to Hall 
Coin' doooooivn'' 




of the baddies is quite fun. Rolling your mouse 
around the table, pointing the rather jittery sight 
at targets and pummelling the mouse button just 
doesn't feel the same. 

Making tilings worse is that there's no inertia 
on the cursor, so you have to be very accurate 
with your mouse movement, stopping and start- 
ing as you whizz it around the screen, rather 
than moving smoothly. To be honest, you'd be 
doing virtually the same thing if you challenged 
yourself to knock out a page on a DTP package 
in five minutes! 

I'm sure that there's an army of people out 



there that love games like Operation Thunderbolt 
and Line of Fire, and are waiting for this with bait- 
ed nostrils. If you are one such bod, you'll be 
pleased to hear that the graphics are very close 
to the arcade original, the sound is quite a laugh 

- especially the ultra-camp zombie death whimper 

- and the action is fast and furious enough to 
maintain a reasonable challenge." 

But to me ifs fundamentally all to similar to the 
other games in this genre, except that there are 
different things to blast. Call me a po-faced 
hunchback if you will, but I've had my fill of cur- 
sor-driven blasters, and this simply doesn't offer 
enough variety or new ideas to get my gaming 
glands pulsating. 

• Julian Rlgnall 
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Whafs this? A game from Ocean that's NOT 
a coin-op or film licence? Surely WW 
Wheels is not - Heaven forbid! - an original game? 
Well, yes, it is, and the good news is that it isn't 
half bad. 

Wild Wheels can best be described as 3D Kick 
Off with cars. Two teams of five high-speed high- 
ly-armoured roadsters compete for the right to 
shun! a giant steel ball around an arena. Points 
are awarded by scoring goals {surprise!) and 
keeping the ball m the opposition's half of the 
arena. From time to time bonuses and power-ups 
mysteriously appear on the arena floor and can 
be collected by simply driving over them. 

TWENTY THOUSAND LEAGUES? 

The aim is to work your way up from the bottom- 
rung Alpha League through Beta, Gamma, Delta 
and so on to become League Champions. If s 
brutally tough; lose one match and you're out. 
Fortunately there's a SAVE option so frustration 
at not being able to get beyond a particularly 
tough set of matches is kept to a minimum. 



The in-game action is viewed from a 'camera' 
floating just above the car, looking towards the 
opposition's end, and mixes solid-3D polygons 
for the pitch and shrinking/enlarging sprites for 
the competing cars. This is all well and good and 
it looks very pretty, but it can be hard working 
out where the ball's gone. 

Arrows indicating the ball's position help, but 
you'll still discover that during play you spend 
more time looking at the overhead scanner than 
watching the 3D action. Winning often seems 
more down to luck than any skill on the player's 
part. 

ADDED INTEREST 

Programmers Red Rat have obviously realised 
that the basic premise, while entertaining 
enough, lacks depth, so they've introduced 
several features to try and help sustain player 
interest. There are three difficulty levels and two 
control methods; Arcade and Professional. 

In Arcade mode the car moves in the direction 
the player pushes the joystick, while in 
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Go for a spin with OCEAN'S car-based future sport 
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Professional mode the player pushes up/down to 
accelerate/decelerate and left and right to rotate 
the car. The idea is that beginners start in 
Arcade mode and 'graduate' to Professional, but 
I found Professional the better control method 
right from the start. 

After a game the points scored are converted 
into cash which can be used to equip the team 
with a new cars. Although the cheaper models 
only vary in minor ways such as how well their 
tyres grip or how quickly they accelerate, some 
of the more expensive models are fitted with 
unique add-ons like giant metal jaws or missile 
tubes. The higher-powered vehicles 
require special licences or flame-retar- 
dant suit before you're allowed to buy 
them, which can only be earned by run- 
ning over the bonus bles mentioned 
earlier. 

Thus, player interest is sustained by 
both the urge to find out what the vari- 
ous unique features of the more expen- 
sive vehicles do and by the need to 
'earn' certain items betore these cars 
can be used. And while these help, 
they still don't compensate for the lack 
of real skill or subtlety needed to 
succeed. 

• David Upctmrcti 



Thv point! 

■arncd from a 
goal vary 
0« pending on 
wrhkh 'torn' you 
ihool from. Th* 
doiar lo tha god 
mouth ynu gat 

th* mora potnti 

you win. 



n»a plan vlaw of 
th* arena to th» 
right ol th* )D 

politirmi ol all 
th* can. ball) aid 
bonuifi - you" 
ip*nd a lot ol He 

gam* looking (I 

thia to work out 
whare tht Hill 1 

action b. 




From thM una* 
you can cuneeel 
your taam't 
driving lormaM* 
I can't tay I 
noticed any nta* 
dlffareru*! in 
how the gamt 
pi ay ad wlutciv 
tha formation 




TEAM SPIR 

You can build your Ham from any 
comb. nation of these five car type*: 

STRIKER - This it the car you control. The 
quality ol Its playing if. up to you! 

KILLER - Actively seeks out tho opposition'! 
Striker and tries to ram it to oblivion. 

BLOCKER - Tries to protect your car by 
putting itself between the Striker and the 
opposition's Killers. 

FETCHER - Attempts to herd the ball 
towards the Striker. 

GUARDS - Patrols the goal mouth and tries 
to block any shots. 
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OCEAN takes us on a magical mystery tour 




Ifs only lair to say that, while Ocean chooses 
to dabble in original software only very rarely, 
when it does, the fruits of its endeavours are 
usually very tasty indeed. From the 'Good Old 
Days of Head Over Heels and Match Day to the 
more recent F-29 Retaliator and Battle 
Command, Ocean's original products have often 
proved themselves to be considerably more 
appealing than many of the firm's licensed 
wares. Keen to continue this trend, Ocean is 
promising a higher proportion of original games 
in its future line-ups - and if they're all of the 
same high quality of Elf, that can't be a bad 

The game casts you as a brave little Elf called 
Cornelius, whose girlfriend Elisa has been 
abducted by Necnlous the Not Very Nice. 
Getting her back involves elfing your way 
through eight levels of Tolkein-esque fantasy 
world, starting out in the forest near Cornelius' 
homeland and ending in the castle of Necnlous 
hmsel', where Elisa is slowly being lowered into 
a vat of boiling liquid. Boo! Hiss! 

What all this translates to is six levels of multi- 
direcbonal scrolling platform action with some 
hefty shoof em-up overtones. It's a little like Rick 
Dangerous meets Ghosts VT Gob/ins meets Lord 
Of Theftngs. There's an unmistakably strong 
Dungeons 'n' Dragons feel to the whole 
adventure, spiced with a small amount of 
humour. The result, as you hack, slay and leap 
your way through the densely-inhabited 
landscapes, works well, with the pungent 
atmosphere doing a lot to add to the overall 
effect. 

Each of the six levels is like a giant maze 
(map-maker s will surely stain their pants over 
this one) comprising all manner of platforms, 
ladders and dangerous energy-sapping 
denizens. To protect himself against the latter, 
Cornelius has some primitive magic power 
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allowing him to fire lethal orbs of energy, and a 
variety of special powers are available from the 
local shoppe, should you be lucky enough to find 
it. Here, magic spells can be purchased in 
exchange for herbs and animals that Cornelius 
collects along his travels. The most prized and 
expensive transform Cornelius into a Hero (as 
indicated by him wearing a flashy pair of shades) 
who is impervious to the shots fired by enemies, 
and a Wolf who can fall any height without 
horting himself. 

At the end of each level there's a guardian that 
needs slaying. Each one, when killed 
relinquishes a green crystal that are used to 
gam access to Necnlous' chamber on the final 
level. Getting there, however, is by no means 
easy. Each level presents its own unique 
problems, and so new strategies and playing 
styles need to be developed lo overcome them. 
The common thread, however - platform dexteri- 
ty and nasty-bashing - hangs together well and 
remains appealing throughout. It may not be 
everyone's cup of tea, but ifs a quality romp, 
and one that will keep variety-starved platform 
fans busy into the small hours, no sweat. 

• Gary Whftta 
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Marvels will never cease! NAMCO prove that you can 
make a silk purse from a sow's ear 



Just what is going on? On the one hand you 
have Sonic the Hedgehog and Alien Storm 
setting new graphic standards , and on the other 
you have Wardner Special and now Marvel Land 
proudly parading sprites that look more suited to 
a C64 game circa 1986. Perhaps the Japanese 
find these retro-style graphics cute and unusual. 
Who knows? Strange people, the Japanese... 

However, whatever your nationality, there's one 
thing everyone agrees that a game should have 
to make it special, and that's addictiveness. So 
lefs gw credit where if s due and admit it: 
Marvel Land has this magic ingredient in 
obscenely large buckets. 
No plot surprises. If s yer usual old rubbish 
about tour helpless fairies who have been 
Wrapped by the wicked Wolf Lord. The 
vtanous dog has placed one of the fairies in 
each of the four areas of Marvel Land, and if s up 
to you as the bravest ickle pixie to trek through 
the several level's making up each area and 
rescue them. 
The ganwplay harks back to the Good 01' 
Hamc Mmer days, with lots of bottomless gaps, 
deadly lava, crumbling ledges, levitating lifts, 
mcwng platforms and - of course - wandering 
meanies. However, as a concession to these r>M 
Ipost-Mano) times, the pixie can bop the baddies 
Into next week by jumping on their heads. 
Bonuses and power-ups can be discovered by 
cracking open golden chests. Most effective is 
the 'clone' power-up, which causes a bunch of 
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pixie-alikes to string out behind the main sprite 
as he runs along and jumps about. Tapping fire 
causes them to swing around the mam pixie in a 
big circle, clobbering anything in range. But 
every hit causes one of the clones to disappear, 
so they have to be used wisely. 

At the zone's end, the pixie must battle one of 
the Wolf Lord's henchmen. Rather than being a 
epic slug-itout, the two foes play 'stone/paper/ 
scissor" - but with a twist. If the pixie wins then 
the player has to hit fire to strike the baddy 
before he ducks. If the pixie loses then the 
player has to defend against attack by pulling 
back on the joypad. Combat continues until the 
pixie or the baddy is smashed into submission. 

Perhaps it's a touch of nostalgia for Marvel 
Land's 'old style' gameplay, but this is by far the 
best game I've played this month. If s easy to 
pick up, easy to control and easy to like. There 
are enough surprises and novelties to keep inter- 
est going, and a password system means that 
you can cut past the boring bits. Hell, I'm even 
starting to like the graphics... 

• David Unchurch 

Thanks to Shckhana Consoles (081 889 9412) for 
the loan of this review cartridge. 
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At last real shoot-'em-up action hits the Famicom - 
but just how Super is IREM's souped-up conversion of 
its own coin-op classic? 




Wiile the majority of us might find it diffi- 
cult to take pity on those who are fortu- 
nate enough to own Super Famicoms, there has, 
ever since the machine's appearance, been a 
gaping void in their gamesplaying lives. They 
may be well serviced with platform games 
(Super Mario World), beafem-ups (Final Fight) 
and racing games (F-Zero). but apart from the 
lacklustre Gradius III, Famicom owners have 
been on a stale-bread and-luke-wamvwater diet 
as far as shoot-'em-ups are concerned - at least 
until now. And what better way to bring some 
real action to Nintendo's 1 6-bit wonder than with 
a turbocharged version of the best coirvop shoot- 
'em-up of recent times? 

Actually, what you're getting with Super R-Type 
is R-Type \\ with knobs on. Quite a lot of knobs m 
fact, and shiny brass ones at that. It's nice to 
see that Irem's designers have gone to the effort 



of bolting on a few extra bits and bobs, rather 
than just going through the motions of porting 
over the coin-op, even if not all of the new addi- 
tions hit their target. 

The majority of the game's seven levels are in 
fact straight out of R-Type II, but there are a cou- 
ple of original worlds • the first one you play, for 
example, has you blasting through a deadly 
space minefield. In addition, there are a couple 
of excellent new power-ups - one that fires a 
wave of highenergy orbs, and a rather natty 
cluster bomb that acts like missiles, but 
explodes violently after a few seconds' flight, tak- 
ing everything caught in the explosion with it. 
They're great. A new twist has been added to the 
Super Beam weapon too - if if s held for too long 
without firing, it overheats and reverts back to 
the regular Beam and has to be powered-up 
again. A nice touch, that. 

One of the more agreeable new options is a 
skill level selector that can be set to Kids, Easy, 
Normal or Hard. The latter level is a real sod, as 
it not only gets very stingy in the way it doles out 
power-ups, but it increases the intelligence of the 
aliens greatly, so they fire not only at your cur- 
rent position, but also at where they anticipate 
you're going to be in a second or so's time. Very 
nasty. There's also a rather nice intro sequence 
that shows the R9 fighter being prepped for 
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SUPER FAMICOM £50.00 OUT NOW (Import) 



combat and blasting off towards the Bydo 
empire. Completely useless of course, but very 
nice all the same. 

On the minus front, there are a couple of little 
niggles. For some reason (probably the program- 
mers wanted to prove they know how to use the 
Famicom's background-scaling technology), the 
screen fades out and back in again before the 
confrontation with the end-of-level baddy, and the 
result looks rather cheap and fragmented. Also, 
when the going gets tough, the sprites start flick- 
ering and slowing down - not much, but enough 
to detract slightly from the action. This, however, 
is a small price to pay for the amazing pyrotech- 
nics that are on show here, and the game has a 
tremendous feeling of chunkiness and weight, so 
that when the Beam weapon blows something up 
for example, the visual and aural effect really 
packs a punch, unlike the rather flimsy 'indoor 
firework' explosions that 16-bit gamers so often 
have to put up with. 

Hooray then for the first really good shoot-'em- 
up on the Famicom. Ifs got everything you could 
want and more, and comes as a godsend at a 
time when frustrated Famicom owners were just 
about to go over the edge through shoot-'em-up 
deprivation. Go for it! 

• Gary WWtti 
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activision comes up 
trumps with its conver- 
sion of the sequel to 
Irem's modern arcade 
classic 

Wtafs gomg on? Don't tell me that we're 
forgetting our roots. With the occasional 
exception ot games like SVW, which succeed 
not by doing anything new, but by sheer bril- 
liance of execution, the poor old arcade blaster 
has been floundering a bit of late. What makes it 
worse is that this hideous phenomenon seems to 
be less because of gamers opting for 'deeper' 
games, and more due to the sheer lack of inspi- 
ration and originality that is spreading like a can- 
cer through the shoot-'em-up genre. 
At least the disease has not yet reached 
America or Japan, as last year's crop of coin-op 
offerings was as fit and healthy as ever, in partic- 
ular Irem's top-notch sequel to the game that 
shook the shoot-'emup world and spawned more 
clones than Raiders 01 The Lost Ark - the sensa- 
tional fi-Type. Making the sensible decision not 
to too) around too much with the original game- 
play. RType Ifs designers opted instead to build 
around the existing framework, adding nastier 
nasties, designing more torturous landscapes 
and generally souping the whole thing up into a 
much meaner, turbocharged GTE version. 
For a while, it looked as though problems at 
Activision might scupper its conversion of R-Type 
I before it was even released, but thanks to 
French firm The Disc Company stepping in to 
save the day, afl we've had to put up with is a 
slight delay. But has the wait been worth it' 
There's certainly plenty to get you slavering 
even before you tear off the cellophane. Ifs been 
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converted by Arc Developments, which has a 
long and prestigious track record, including pris- 
tine jobs on Forgotten Worlds and Crack Down. 
And once the action gets started it becomes 
apparent that • at least in this case • pedigree 
counts for a lot, as the boys have played a blin- 
der in bringing the sequel to the small screen. 

The storyline (such as it is) goes thus - years 
after getting a right old pounding from you in the 
original R-Type, the evil Bydo Empire has been 
licking its wounds and re-arming its forces in 
preparation for another attempt to spread its vU- 
lanous tentacles throughout the galaxy. With a 
number of peaceful planets already in its grasp, 
you've been recalled to once again leap into your 
trusty R9 fighter and hit the Bydo where it hurts 
before they seize control of the universe. Gosh. 

For the most part, the gameplay remains the 
same and fans of the original with have no prob- 
lems at all getting back into the saddle. Six (as 
opposed the original's eight) horizontally-scrolling 
levels await you. as you battle from left to right 
through the alien hordes towards the mother 
alien that awaits at the end of each world. Hardly 
unfamilar stuff of course, but like SWN ifs excel- 
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lence of execution and not originality that 
impresses. However, things do start to get 
slightly dodgy when you begin to realise just how 
similar the game is to its classic daddy. The bolt- 
on weapons and power-pods are the same, as 
are many of the aliens and even some of the 
level designs create a remarkable feeling of deja 
vu. A nice touch is the new R9's beam weapon. 
As before, holding down the fire button powers- 
up your laser into a tremendous bolt of plasma 
energy that tears through anything in its path. 
But if you dare to hang on and hold the button 
down still longer, the beam turns into a Super 
Beam which, when fired, spreads out across the 
screen in little blobs, knackenng EVERYTHING. 

While the ageold line 'fans of the original will 
be impressed' seems to get dragged out of the 
cupboard every time a sequel is reviewed, in this 
case, quite the opposite is true. If you bought 
the original, you might feel a teensy bit cheated 
to see that this isn't radically different - at least 
not enough to justify a £25 outlay. If, however, 
you're coming into it clean', or are enough ot an 
R-Type fanatic to not care, R-Type I comes unre- 
servedly recommended as the best 16-bit shoot- 
'em-up since SWIV. And that can't be half bad. 

• Gary Whttta 
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COLUMNS 



C\umns, blessed with the exciting challenge 
f lining up lots ot similarly coloured blocks, 
is now available tor the Game Gear. Clearly 
pitched at Tetris fans, this variant on the theme 
is either a novel twist teaching the player 
different prioritising abilities or glorified 2D Snap 
- depending on who you listen to. 

A narrow strip down the centre of the screen is 
gradually filled by falling bars. Instead of rotating 
the bars to make building-block complete lines, 
the player must cycle through the order of the 
blocks, endeavouring to place similar colours 
next to each other. A line of three or more 




colours - whether diagonal, horizontal of vertical - 
will disappear, scoring points. Causing previous- 
ly separate blocks to fall down and form new 
lines incur extra knock-on points. 

For novelty's sake a bunch of extra graphics 
have been included, enabling the player to opt to 
try to tine up similar fruit/dice/iewels/etc. The 
size of the screen, however, and the nature of 
the graphics means that most ot these (especial- 
ly the dice, which are virtually indisbnguishable 
from one another) simply make the game more 
difficult in the same way that all games are more 
difficult if you squint or put jam on the screen. 



PSYCHIC WOULD 



Cecile's been kidnapped by some nasty crea- 
tures - Her sister Lucia needs your help to 
save her!' Who could refuse such a well-worded 
and imaginative cry for help? Not me, that's for 
sure. 

So what do we have here then? A side- 
scrolling arcade adventure with precious little to 
recommend it. apart perhaps for its novelty-bag 
feel. 




NEX! 




Personally, I have a big problem with Columns, 
Perhaps if s too much Tetris, or some cerebral 
deficiency, but I find it impossible to plan ahead 
when trying to align colours as opposed to 
shapes. The result is that instead of building 
shapes and leaving holes for particular shaped 
blocks, I end up simply trying to dispose of the 
current block as swiftJy as possible; hardly a wa- 
ning strategy. 

Also, I find it nigh-on impossible to accurately 
predict the results of knock-on effects, since the 
colours all tend to fall down and knock out each 
other in particularly unexpected ways. 

It should be clear, however, that many people 
find Columns particularly satisfying, and there's 
no doubt that in normal big-block mode the 
graphics are large and clear enough to make it 
an ideal Tube lourney's worth of fun, if not much 
more. 

• JlmDoutfu 
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The Psychic World is, to be sure, a funny old 
place. It's full of pixies and fairies and funny 
beasties. The 'nasty creatures' description is 
actually very accurate, since they're possibly the 
least appealing collection of bug-eyed 
miscreants I've seen in quite some time. Neither 
scarey or interesting, they're quite surprisingly 
aggravating as they mince around the screen on 
their little platforms, following their silly attack 
patterns and sapping your energy. 

Dealing with the creatures is simple enough, 
the majority absorbing a single shot before conk- 
ing out. There are, of course, the obligatory end- 
of-stage monsters such as the big triffid which 
spurts deadly poison all over the screen and 
tries to trip you up with its roots. Big thrill. 

Progress further into the game is rewarded by 
new-look locabons and encounters with wider 
selections of foolish monsters. 
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Psychic World has about as much character i 
a shop dummy. It's got all the elements you'd 
expect to make a decent game but it has 
absolutely nothing to make it stand out from th 
(growing) crowd. 

Hardly the best Gamegear title available. 

• Jim! 
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Hilley Wars, currently only available on import in the UK, deserves mention at this early stage 
simply because it's probably the best shoot-out the Game Gear has to offer. Carefully 
designed to show off the machine's sprite handling abilities, Halley Wars offers a swift learning- 
curve of play and plenty of variety. 

In the cockpit of the rebel forces' most advanced fighter, the player must fly up the screen, 
dispatching alien ships and ground installations with his ever-expandable arsenal of weapons. 

Power-ups are mined from asteroids drifting around the space lanes. Shoot down the asteroids 
and collect the speed-ups/laser enhancements. Protective force fields and drone pods which fly 
around behind you can also be earned. 

The alien attack waves are simple enough to form recognisable patterns to begin with. A smart 
piece of design, since losing a ship will result in the loss of your last power-up and when you return 
to the game. The asteroids at the start of each tricky stage are rich in weapons, so even 
Continuing with no extras in the later stages doesn't become pointless. 

Inevitably, the long-term appeal will wane once completed, but Halley Wars still provides enough 
mindless entertainment for the price. 

• Jim Douglas 

Thanks fo Shekhana Consoles 1081 889 9412) for loan of this review cartridge. 
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new Game Gear releases 
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Virgin and a rather 
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GAMEGEAR £29.99 OUT NOW (Import) 




In the Big Book of Tall Orders, converting G- 
Loc onto a hand-hekj system scores 
extiemeK/ highly. Unsurprisingly, the Game 
Geai version bears few similarities to the coin- 
op, boasting none of the aesthetic appeal of 
what was basically a graphic -novelty game. 
That being the case, Gioc is forced to bat on 
an incredibly sticky wicket, since even the origi- 
nal could hardly be said to boast anything but 
the slightest depth. 
The player views the war-torn future-world 
through first person perspective out of the 
cockpit of Ins state-of-the-art jet fighter as 
enemy jets, tanks and warships attack. 
Having selected which area of the map the 
(xayer wishes to fight in, he is briefed as to his 
msston (Shoot 10 planes. Destroy 5 tanks, etc) 



and if s off into the blue yonder to do some 
good. 

After getting to grips with the controls 
{particularly easy, except if s a shame that 
pulling back on the joypad pushes the plane's 
nose down) it won't be long before the radar 
starts blinking, warning of enemy forces in the 
area. If they turn out to be planes, they'll 
sweep, occasionally behind the player's 
aircraft and launch a missile attack. Locking 
on with his own missiles and bullets, the &Loc 
warrior can return fire, successfully downing 
enemy planes in satisfying bursts of flame. 

Warships and tanks are somewhat less chal- 
lenging, behaving more like sitting ducks than 
their real-life equivalents. These too can be dis- 
patched using missiles or bullets. 

And indeed, all of the combat and the flying 
is decent enough, and entertaining for a few 
hours, but let's be honest, it's all been seen so 
many, many times before. And unfortunately 
the graphics for the ground, instead of being 
super-detailed and skillful, are rubbishy triangu- 
lar planes of tedium. 

Only G-Loc fanatics need apply. 

• Jim Douglas 
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THE HUNT FOR RED 
OCTOBER 

When Tom Clancy's naval techno-thriller 
was topping the best-seller lists back in 
the mideighties, nobody seemed all that 
bothered about the computer game potentiaf- 
strong though it was, book licences just aren't 
'sex/ in the minds of licence-dealers. As soon as 
the film appeared, however, it was a different 
story. Grandslam was quick to dredge up its orig- 
inal licence and hurry out a lacklustre arcade 
game to cash in on the movie's record-breaking 
success, and now if s surfaced on the GameBoy, 

As renegade sub commander Marko Ramius, 
your mission to steal the silent supersub Red 
October and defect with it to the West is 
represented by a series of shoofem-up-style 
scrolling levels - ifs remarkably similar to 
Grandslam's game, in fact. Steering the sub 



| GAME BOY 



■"Hg^HH coma fcatwai although yoWII toon I»bi*«^ 



A clutch of new titles for Nintendo's miniature mar- 
vel reach these shores this month on import. ACE 
takes a look at six of the best... I 
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through the torturous underwater caverns in 
tough enough, and things are complicated by the 
assortment of Russian navy craft (including chop- 
pers, subs and missile boats) that are out to sink 
you. 

Weaponry comes in the form of straight-firing 
torpedoes and the more sophisticated homing 
missiles, which must be collected as you 
progress. A novel touch is the Cavitation Drive 
feature - if things get too hot, the sub can be put 
on silent drive for a few moments, rendering it 
invisible to enemy ships and torpedoes. There's 
also an interesting two-player feature, where the 
second player commands the Russian fleet and 
tries to sink the October. 

It's all very simple stuff, and if you enjoyed the 
book or movie, you're likely to be left with a bad 
taste in your mouth, as such a basic arcade 
game simply doesn't do justice to the weighty 
subject matter - Heaven knows what Clancy him- 
self thinks. Enjoyable stuff all the same, and diffi- 
cult enough to keep even the most seasoned 
GameBoy hacks on their toes. 

• Gary Whttta 



PAC MAN 

Or yellow guts is back! Yes. the Pac Man 
comeback tour continues - this time on 
Gameboy! Only last month the cutesy consumer 
was caught hiking through PacLand on the Lynx, 
and this month Namco delve even further into 
the Pac back-catalogue with this conversion of 
the timeless original. 

You're probably well aware of the complex - ha! 
- plot, but for gaming newcomers or those with 
the memory span of a goldfish, here it is: guide 
Pac Man around a maze, eating the dots littering 
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the pathways while avoiding four nasty Ghosts. 
Pac Man isn't defenceless - by eating special 
Power Pills that reside in the tar corners of the 
maze our plucky yellow (well, light grey here) 
blob of a hero can turn the tables on his ethereal 
pursuers and lunch on them for a big bonus. 

The game can be played in one of two ways; 
either fulknaze view, or quarter-maze scrolling 
view. Both methods have problems: the former's 
small graphics make it hard to tell between des* 
ly and eatable Ghosts, while the letter's restated 
window make it hard to plan route strategies Itfe 
more serious of the two faults). 
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Probably the most exciting thing about this 
blast from the past is the two-player link-up 
option Players compete head to head in a num- 
ber of 'rounds' and any Ghosts eaten by one 
player appear in the other player's maze! If s a 
smashing twist and injects new life into an old 
theme. 

Overall Pac Man (the name derives from 
"pacu", which means 'eaf in Japanese) has 
converted well to Nintendo's handheld. All the 
ghost-evading playing tricks you learnt as a rook- 
ie nipper still work, and none of Pac Man's 
charm has diminished over the years. While 
some may regret the lack of mazes (there's just 
the one on offer), most will find this a more than 
welcome addition to their software library. 




(Latll Tha Harts option wraan takn the form of this 
tha-art (by Ruulan standards) tranny. 

(I aft balow) Oka,, oka,, so Hart* doosn't look Ilka much. I 

than neither did 'efrii " 



opponent's 'game over* line to fall slightly. As the 
game progresses the playing areas get tighter 
and tighter until eventually one player is forced 
to lose! 

While Harris isn't as immediately 'pick up'-able 
as Tetris or as heart-poundingly fast paced, it 
doesn't take that long to get a handle on how the 
game works, and if s just as engrossing and 
addictive as its illustrious forebear. If you want to 
get ahead, get Hatns* 

• David Upchurch 



CHOPLIFTER II 

an Gorlin's classic 
Choplifter first 
appeared via Broderbund in 
1983, and is still a 
fondly-remembered 
favourite today. Now 
there's no need to drag 
your dusty old 64 and all 
the ugly wiring out of the 
cupboard in order to 
enjoy it - now all you have 
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Act lon-psck ad hoitaoc ras- 
culng in CfiopJittrr II. E vary 
hit a> good as tha ii auk 

original— 



• David Upchurch 




HATRIS 



'ou can't keep a good game 
designer down. Alexey 
Pajitnov, the designer of fetris, 
is back! And. in partnership with 
Wadimir Pokhilko. he's written yet another 
cunning arcaae-puzzler. 
Like al good puzzle games, the basic concept 
<s deceptively simple. Pairs of different hats fall 
down six 'lanes'. By moving the pair left or right 
«1 swapping the tumbling hats' position, the 
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player has to try and stack hats of same type. 
Stack five hats together and they disappear. The 
longer you survive, the faster the hats fall. If a 
stack reaches a line at the top of the screen 
then the game's over. 

Score a 'Hatris' by complebng two stacks at 
the same time and the player earns a fireball, 
which can be fired down a lane lo destroy the 
top hat. Even better, saving up three fireballs 
rewards the player with a helmet, which crushes 
all the hats in one lane. 

Like Tetris, two players can play head to head 
where complebng a stack causes the 
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to do is pop this cart into 
your slot. 

Converting such an old 
classic to the 'Boy is a 
hefty task to ask of 
anyone - but the job has 
been handled admirably, 
with only the inevitable 
L i -^ i .-i - g -rwr differences in graphic 
F -^^fftiiaja scale caused by the 
physical size of the 
screen causing gameplay differences. You're 
cast as a crack helicopter rescue pilot whose job 
is to extract survivors from a series of war-torn 
horizontally-scrolling warzones - if s a little like 
Defender, really^ 

While tanks and fixed artillery take potshots at 
you. you've got to avoid the fire and land in the 
correct places to pick up the frantic survivors 
(sitting sbll on the ground and waiting for them to 
get on board can get pretty hairy at times), then 
ferry them back to base. A level is completed 
when the required amount of survivors are evac- 
uated successfully. 
To add action to the proceedings, you're 
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armed with a cannon and a limited number of 
bombs and seeker missiles to drop on ground 
enemies. To make things more difficult, you've 
also got top be careful of storm clouds and flying 
birds, both of which can down your chopper. 

Although Ctwplifter looks and feels 
considerably more claustrophobic than its eight- 
year-old dad, it's still a damn fine play, with plenty 
of variety (later levels take you out to sea and 
into underground caverns). Toughness-wise, it 
sits just on the fine line between addiction and 
frustration, but like all the best games never 
crosses over it. Two big thumbs up for sheer fun 
value. 

• Gary Whrtta 

BUBBLE BOBBLE 

Bub and Bob are back! Unfortunately, this 
latest incarnation of Taito's cutesy two- 
player classic is nothing to foam at the mouth 
about - unless rfs in frustration. Bubble Bobble 
did the rounds on computer about three years 
back courtesy of Firebird, and with considerable 
success on all versions. Here, however, it's a 
whole different kettle of bananas. 

The lack of a two-player option (one of the origi- 
nal's best features and a disastrous omission 
here) has led to a change in storyline. With Bub 
sick in bed, his brother Bob has to venture into 
the cave of monsters and recover the Moon 
Water, which will make him feel better. 

This involves bubbling your way through 99 
monster-infested levels. The basic gameplay 
remains the same - jump about the platforms, 
trap the monsters inside the bubbles, then burst 



the bubbles to turn them into yummy fruit. When 
they're all gone, you can progress. Special 
bubbles and bonus icons pop up along the way to 
provide variety. 

The biggest problem with BB is that the 
converters, anxious to keep the cutesy graphics 
recognisable, have done everything to scale 
which means you can't see the whole play area at 
once any more - you have to scroll around it. This 
can lead to frequent disasters and Game Overs 
which aren't the player's fault because you can't 
see where the monsters are. Bad idea. 

Also, the levels have been completely 
redesigned to go along with this new display 
format, and to top it all it doesn't even feel much 
like the original. Fans of the original may well be 
pleased (the original music has survived intact), 
but for everyone else, if s a bit of a duffer really. 

• Gary Whrtta 
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MICKEY'S DANGEROUS 
CHASE 

If you can't beat "em, join 'em. With Mario 
having toppled Mickey as the most instantly 
recognisable character in US society, Micke/s 
obviously trying to regain some street cred in his 
own platform caper. 

The plot is typical Disney, i.e. non-violent and 
more than a little wet. Mickey has bought a lovely 
big prezzy for his beloved Minnie (Hip-hip- 
hooray!), but Big Bad Pete has swiped it (Boo! 
Hiss!). Taking on the role of either Mickey or 
Minnie, the player has to chase the villain through 
five levels of action, each split into three stages. 

The first two stages are platform based, with 
Mickey racing over a horizontally-scrolling 
landscape, jumping across platforms and 
avoiding the mouse-disliking wildlife (not 'mouse- 
hating' - nobody in Disney's lovey-dovey world 
ever 'hates' anything). Mickey can dispatch the 
almost-nasties by picking up any nearby crate 
and lobbing it at them. Some special crates also 
contain various point and health bonuses. 

The final stage cranks the game's pace up a 
notch as Mickey careers around the screen while 
driving a variety of high-speed vehicles or 
hanging from some balloons. The aim here is 
basically to scream from one end of the level to 
the other avoiding trouble and grabbing goodies. 

It's all very 'nice', though the graphics are a brt 
drab compared to the gorgeous sprites and 
backdrops seen in Duck Tales. Ifs a bit of a 
paradox that white the game tasks are simple, 
the difficulty setting is a little high. This is a pity, | 
because otherwise Mickey would be the perfect 
game for a younger player. 

• David Upchureh 



Thank* to Shekhana Console* (081 889 9412) forth* 
loan of the cartridges reviewed here. 
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Super Mario World 



And after all my hard work, too! There was a bit of a problem with last month's guide around 
Mario World - there were no arrows showing you which ol the locations the bps were referring 
to! Soooo sorry! This month we're reprinting all last week's tips (all present and correct this 
time) along with the rest of the undercover areas. 



You've gal lo >v»> a cape to do thi* level At the Hart ol the level, run • W*» w»» "> «*• ''v*" ™ B * tMk " h * 
off You • Sou Id lux) a platform floating m 1K0 iky Hun -long It and drop off the end to find four blot** containing »«"• 
llvei and a laual ■ - . ' 



Wot a bumper bundle this 
month! There's the con- 
clusion to the Space 
Quest IV guide, the Gods 
quest continues, there's 
the first trip to Monkey 
Island, Super Mario World 
in full, more Prince of 
Persia hacks and... a 
secret room found in 
Megadrive Strider. 
Curiouser and curiouser... 



A real pain, IhW ontl The trkfc li to gat th- cape and fly aver 
the bumawv Onto past than*, iwnop down under tha and 
gala and than pull op to thai you don't fly off tha bottom of 
tha tONfl Continue Hying tight to find a tecond gala »poe*l" 



Ona ol tha groan pipes In tha tailing 
lead* to a tatrot room. Imid* you 
thou Id find tout fallow block* fo« 
Utg tome «tep» and an empty thai I 
liappad undar tome more block t Spin 
onto tha blochi and gat the ihall. Cat 
tha thell and throw It iltalght up Into 
tha air to that It hit* tha tap block in 
tha itapi A ulna will grow, which you 
can climb to roach a key and keyhole 
leading In tha groan pod room lava I 



flight at tha and of tha level. (u»l 
but ore the and gain, there** a k«y and 
a liayhola on a pipe platform high in 
the, *fcy. II you're clever you can grab 
a cape and fly noon tha I aval to 
roach tham. but II'* eetier to find the 
groan pod room flrtt than lorne back 
hero and run up tha newly- formed 
wall 
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You'll hava no doubt found tha pod that make* the e*lt door 
appear. lUTI H you hrl tha yellow Mock right above the newly 
formed door, a vine will grow that'll take you to a teleporta- 
tion afar... attar you've fought a teanome gho*t. 



Jutt pait is- half-way 
point you'll find a 
vallay with a blua 
p< pa on a platform 
•lotting |u*l above II 
Utlng ■ cop* lo halp 
■low your tail, jump 
onto the platform 

and go down Ih* blua 

pipe to find a hay 



IN THE WOODS... 



On you> travail you'll fine) an area dot tod with loll of hopruu- 
*illy -placed yellow block* Eventually you'll coma to two 
American footballeri lull pan that*, go down tha green pipe 
to find a Mcrat hay room. 





You thould hava no traubla 

making your way to tha yallow 

■ ill door, but If you run on a bit 
further I a ft you'll find a lacond 
•aK. 

Mo halp h*r* Just im your 
ay**-.. 



At you twlm naar to tha and of 
tha level you thould lee a yal- 
ow block at tha bottom left of 
tha tonn lo tha (aft of thil li 

a itrange look ing wall, lull run 

itralght into it to find a hay 
room. 



INSIDE THE ROCK DRAGON'S MOUTH... 



You've got to be 
pretty good to do 
(Mi one 

Somehow you've 

got to get dlno in 
•he end of the 
level to that ha 
■an eat tha hay. 
Vou can probably 
■orh out ■■— --■ 
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Speed 11 oiMinlial "ere. On (ha tecond 
(tag* ol the level go right and run 
down the tunnel of com* to tha last 
door (mar to find a pod Pick II up 
and carry (I >!g»t at far at ponlble. 
Than, (ump up through tha floor and 
continue right. Vou thould find a yel- 
low block and a door. Drop the pod 
and hrt the block. Guide tha coin trail 
up off the t up the tcraon to that they 
form tome ttvpt. Mow hit the pod (thtt 
will turn the mim to bloihi.i Climb up 
the ilepi to find o key loom leer In 
mind thai you hava lo be tmall Mario 
lo get Ml 



On the third Hag* 
you thould be In an 
area whara tha ran i 
of tha floor try to 
cruth you. Hun to the 
right -hand edge of 
the flrtt tuch area 
you coma to. lump 
up off Ih* lop of (he 
Kraen and move left. 
Vou thould find your 
te If on an off-toe en 
platform, Run left fo 
find a hay room. 



UNDER THE MOUNTAIN... 




You'va got to have been to the red pod room to find tha t arret 
■■It. If you hava it't vary easy, to I'll laava you to work It out. 



SECRET ISLAND 




On your travail 

you thould come 
an oti a pod on 
top of a hug* pile 
Of yallow block* 
Puk It up and carry 
It left onto wild 
giound. I hen pop 
It. Run left and go 
down tha ihaft 
that wai formerly 
block ad. Vou 
thould find a hay 
and a keyhole 



STAR ISLAND 



■ether tfui 
inter lha glee 
i at the end 

of the level. 
»wlm along the 

paiiaO.ey.ay at 

the bottom of 
Ihe loeen to 
find a key room 




Throw a block Into 
the air to knock tha 

bomber off tha 
cloud. Mow comma". 

deer the cloud and 
fry n upward* to 
find a hay room. 



Half way along tha 
vel you thould 

find a grey 

plalf oim 

Underneath rt a hay 

room If you'va 
found tha green and 
red pod room* you 
thould hava no 

pi obi erne her*. 



And how do you gat to tha taleporl ttar at the centre of the it) end* Sorry, not going lo tall 
you. We can't tpoil everything, can we? But here'i m hint: it t got tomethlng lo do with a 
cape, a pod and a yellow block . Solve rt. and you can lake a trip to Sacral Land. 
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The Secret Of 
Monkey Island 

Lucasfilm seem to do no wrong with their 
graphic adventures, and this latest in the 
series is a line example of their craft. Here's 
John Bolt of Angus in Scotland with the first part 
ol the complete solution... 

GETTING STARTED 

Look at the nearby poster, then walk right and 
enter the Scumm Bar. Once inside, talk to the 
fat pirate beside the door and then to the pirate 
In black at the table, namely about the Governor 
and LeChuck. Go to the next room and start a 
conversation about wanting to be a pirate with 
the important-looking pirates. Find out more 
about the three trials and then bid them 
farewell. 

Wait until the cook leaves the kitchen and has 
gone to the first room, then sneak into the 
kitchen. Put the joint of meat m the pot o' stew, 
then remove the stewed meat. Take the pot 
under the table that the meat was on. 
Open the door to the dock and a gull will fty 
down and start eating some fish. Walk to the 
nght of the bird, then step on the plank the 
bird's resting on. Repeat this process until the 
you grab the fish while the bird is in mid-flight. 
Once you have the meat, fish and pot, leave the 
village and access the map of the island. 

Travel to the clearing and enter the circus 
tent. Wait until you interrupt the Fetuccmi Bros 
souabbles, then when asked to perform their 
exciting feat, ask how much if s worth. Agree to 
the offer of 478 pieces of eight and when 
asked if you have a safety helmet, say yes and 
show them the pot. Perform the stunt and stag- 
ger back to town. 
Go to the citizen of Melee and buy the map. If 
you want you can also get two pieces of eight 
and some minutes from the pirates nearby. Visit 
the tail and check out the odious prisoner, then 
go to the store and buy the sword, the shovel 
and the breath mints. Examine the voice from 
the alley and feel free to insult the Sheriff. Go 
back tD the jail and start a conversation with the 
prisoner, after toning down his breath with the 
mints. Visit the voodoo lady, making sure to get 
the rubber chicken on the table. You are now 
ready to face your trials... 

TRIAL 1: MASTERY OF THE SWORD 

Go to the house in the south-east. When 
stopped by the Troll, ask about the toll and give 
him the fish {actually a red herring). Once at the 
house, read the sign and knock on the door. 
Protest that you do have "what it takes" until 
Captain Smirk does agree to tram you. Pay him 
the thirty pieces of eight. 
After you've been trained, wait on one of the 
roads until a pirate crosses your path and pro- 
voke a fight. You'll almost certainly lose the first 
few fights, but you'll remember the good abuse 
tor later! Always use any new insults until some- 
one uses the correct counter-insult • these are 
necessary to win the battle with the Sword 
Master. Once you've defeated at least three 
people you're ready to fight the Master. 
Enter the forest and search for a location with 
a sign beside an unbrtdged ravine. Pull the sign 




and a secret bridge appears. Go across and 
challenge the Sword Master (for it is she) to a 
fight. Although she uses different insults you 
should by now have correct retorts for each. 

When you win, take the T-shirt and leave. If you 
are beaten, do not return to the forest again 
(unless you're particularly masochistic), as once 
you've discovered the secret house you can to it 
on the map (it's the point of light inside the for- 
est, away from any tracks). 

TRIAL 2: TREASURE HUNTING 

Re-enter the forest and consult the map. The 
dance steps correspond to directions in the for- 
est, with back meaning backwards into the 
screen. At one point you should encounter a 
plant with bright yellow flowers - remove one of 
its petals for later use. Once you have found the 
treasure site, read the plaque and marker, then 
dig up the marked ground. Collect the "treasure" 
and return to the Scumm Inn to brag of your suc- 
cess. 

TRIAL 3: THIEVERY 

Go the Governor's mansion, and use the yellow 
petal with the meat. Feed the dogs the drugged 
meat and enter the house. Pilfer the Ming vase 
and enter the door beside the entrance. After the 
lengthy scene that ensues, return to the jail and 
trade Otis the gopher repellent for his carrot 
cake. Open the cake and find the file. Return to 
the mansion and leap through the wall once 
more and rejoin the fray. When apprehended by 
the Sheriff, claim that the idol was given to you 
by the Governor. 

Thrill the Governor with your eloquence then 
leave the mansion, remembering to take the 
vase as you leave-Use this opportunity to insult 
Fester, as everything you say results in you 
being dropped in the sea, along with the idol. 
Hang around (after all, Guybrush claims to be 
able to hold his breath for ten minutes) until hope 
of salvation comes (and goes), then pick up the 
idol and make good your escape. 

That's all for now. More fun with the scurvy 
knaves next month! 



Space Quest IV 

Whe madness continues in this, the second 
I half of ACE's complete solution to Sierra's 
I fun-tastic graphic adventure. Once again, 
warm thanks to Dave Driesen from Antwerp in 
Belgium for all his hard gaming. Remember - 
the term 'clicking' means clicking with the hand 
cursor unless otherwise stated. 



PART 3: SPACE QUEST 1 - THE 
SARI EN ENCOUNTER 

You appear next to the Droids-R-Us shop at 
Ulence Flats. Go south and enter the bar. Walk 
up to the monochrome guys at the bar. Once 
you are thrown outside, get your revenge by 
vandalising the nearby sand bikes. Do mis by 
clicking on the bikes. After the animation 
sequence you'll find yourself at Tin/s Used 
Spacecraft shop. 

IMPORTANT NOTE: If at any time you hear a 
whining sound approaching, stand still until a 
bike flashes by, and when it does, click the 
walk cursor anywhere on the screen. 

Go east and enter the bar again. Walk up to 
the bartender and take the book of matches 
from the left corner of the bar. Now, go back to 
your time pod and click on it. Type in the co- 
ordinates that were on the display the very first 
time you entered the timepod (i.e. at the super- 
computer's landing bay). 

PART 4: SPACE QUEST 12 • VOHAUL'S 
REVENGE 2 

After arriving at the supercomputer, walk all the 
way east and click the jar of blob cursor on the 
door lock. After passing it, call up the inventory 
screen and click the book of matches cursor 
on the cigar. Click [OK] to get back into the 
game. Now that you can see the laser beams, 
click on the device in the eastern wall and enter 
the numbers 160, 30 and 110 to get all the 
lasers vertical. Click fXl to leave the keypad 
and walk through the lasers. 

(You'll find the next bit easier to understand if 
you refer to the map.) 

Walk all the way north and take the last turn 
left. Now take the first left turn you come to 
and save the game. In the middle of the screen 
you should see a pillar. Wait a while and walk 
around it (i.e walk north at the left side of the 
pillar). Then walk off the screen to the right • 
you should find yourself at trie first screen. 

Take the other way out of the left side of the 
screen (the path in the middle left of the 
screen) and follow it all the way west. When you 
arrive in the strange room inside the supercom- 
puter, click on the door. Now enter this set of 
numbers: 696584766 9. The door should 
open. 
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i& Enter the programming room and you will find 
an icorvdnven user interface. First you must turn 
off the guard droid system by putting the droid 
icon in the toilet and then format the system by 
putting the brain in the toilet. Icons are selected 
by clicking on them. Don't put the SQIV icon in 
the toilet or you'll return to DOS. Instead follow 
the directions on the map to find your kidnapped 
son. 

Eventually you should come across Vohaul him- 
self. Fight him (ifs pretty easy, but stay away 
from the edges just to be on the safe side). 
Once you've defeated him click on the ladder 
going down. When Roger returns, select the 
3.5" floppy from your inventory and click its icon 
on the disc drive next to the beam. Load up the 
program on the disc and the one from the 
beam. Select [Roger Jr| and push [beam down- 
load! to complete the game! 




Gods 



■ feel so stoopid! You may remember that last 
I month I asked you how to get the gems on 
I World 3. Well, Christopher Bromilow from 
Skelmersdale and David Appleford from Milton 
Keynes reveal that you simply get to where the 
Stone Gargoyles are, then go left and then when 
you get to the third platform jump into space. 
With luck you should land on the moving plat- 
form. Then jump onto the platform with the 
gems above it. As if by magic the ledge will dis- 
appear and the gems will drop down. 

Your quest continues here, with the guide to 
Level 2 of the Bitmap Bros' wondrous arcade 
adventure. No more a-do, lefs get on with it.. 

LEVEL 2 

(As last month, 'throw a switch' means pull it 
down or push it up - depending on its current 
position - while 'toggle a switch' means pull it 
down and then push it back up again.) 

IN THE SHOP 

Stay with the throwing stars and fireballs, and 
use your cash to up their power. 



WORLD 1 

Make sure you push the pressure pad to the 
right of the start position. Go left and down a lit- 
tle. Kill the monsters firing at you across the 
gap, Ihen jump across to pick up a gold key. 
Continue going down, then right. 

You should find yourself near a door and a 
shield guarded by some spikes. A thief will 
appear. Don't kill him - let him get the shield 
then drop the key to attract him. Kill the thief, 
pick up the key and use the shield to get 
through the spikes. Throw the door switch. An 
out-of-reach key and a thief will appear. Position 
yourself in front of the door, then • just before 
the thief touches you - enter. 

You'll be transported to a new room. Grab 
everything and drop down the shaft. At the bot- 
tom, take advantage of your shield by pressing 
the nearby pressure pad and killing any local 
bad guys. Drop all your items, then go right to 
where the thief was. Wait tor him to get the key. 
Go and pick up your previously dropped items 
then return. The thief will approach you. Kill him 
and get the key. 

The rest of the level's pretty straightforward. 
You've just got to find the ice gem, water gem 
and fire gem and take them individually to the 




gem room (in that order) so that you can reach 
the World key. The ice gem is in the room at the I 
top of a ladder by a treasure chest. The other 
two gems are found by killing baddies. 

But there's a quicker way to get the World key.] 
Take the ice gem to the gem room so that the 
key platform drops a little. Then toggle the door 
switch a couple of times to drop the teleport 
gem - this takes you to a bonus room. If you 
complete it property you'll find a jump pobon 
which you can use to jump up to the World key. 
Simple, when you know how. 

WORLD 2 

Jump onto the ladders you first come across to 
tfmb to a ledge with a chalice on it. DON'T fall 
off - if the drop doesn't kill you the spikes at the 
bottom will. Throw the switch, then climb down 
the ladder and drop off the bottom. Go down 
the ladder to your right to collect a key. 

Go back up the ladder and go right. You 
should come across three switches above two 
trapdoors. Throw the switch above the left trap- 
door and then the switch above the right trap- 
door. Drop down the now opened right trapdoor 
to find another chalice. 

Make your way back up and go right. You 
should come across a golden teleport key. 
Return left and go down the pit of switches and 
trapdoors. At the bottom go through the door to] 
your right to be teleported to the door to the 
ship room. Pick up the third and last chalice and] 
go through the door to enter the ship room. 
Ptck up the two keys and drop all your chalices 
before leaving. 

Go left and down the ladder. Kill the monster 
on the platform to your right - a teleport crystal 
should appear. Use it to reach the treasure 
room. Now make your way to the World door... 

IN THE SHOP 

Buy as many spears as possible. 

WORLD 3 

Having got the door key. throw the switch to W] 
right of the door, then the switch to the left, 
then the swrtch to the right again - this should 
reveal a secret corridor. (Incidentally, has any- 
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Strider 



one found a way to open this door?) 

Down the corridor are four doors. Enter the 
second one you come to to find a skull. Take 
this to the room behind the last door to be 
rewarded with a piece of mosaic and a bottle of 
herbs. Take the herbs to the third room to find 
another mosaic fragment and a globe. Take the 
globe to the first room to get the third and final 
mosaic piece. Your reward for your restoration 
work is a teleport to a new dungeon area. 

Go left, killing all the monsters as you go. 
Eventually some will drop a key. Go back right 
and throw the first switch on the level - a plat- 
form will appear letting you reach a secret 
chamber containing another key. Go back down 
then left to open a passage down to another 
secret room. Throw the switch in this room. 

Go up and left to find some trapdoors and 
switches making steps to an upper platform. As 
you jump up the steps, toggle all the switches 
you come across. Get the candlestick at the 
top-nght and the key at the top-left of this area, 
then drop through the trapdoor in the upper 
platform. Go back right to the treasure room. 

Return left and go down. Get the cross at the 
far left (just past the spikes). The rest of this 
level is fairly straight-forward (though goodness 
knows where the treasure key is). Remember to 
take the cross to the chapel for a big crystal 
reward. This will come in very handy against... 

THE DRAGON 

Drop the crystal to the left of the screen and 
stand between it and the dragon. The monster 
will aim its fire at the crystal leaving you free to 
blast away, just crouching now and again to 
avoid the fireballs from its tail. 

So far, so tough, but your quest is only half 
over. Get ready for Level 3 - next month! 



Not really a cheat this, but an interest- 
ing little featurette none-the-less. Did 
you know that there's a secret room 
on the second level? Nope? Well, neither 
did I. but here to show use how to find 
it is D. Wyman of Edgware in 
Middlesex. 

Know the beginning of the level, 
with the wolves and the giant 
robot gorilla? Well, once past 
these penis you should find your- 
self riding on some rotating plat- 
forms and under attack bu guards 
and what not. Normally you exit this 
section by jumping up a small slop- 
ing passageway to climb above 
ground (where you'll meet the phantom 
fighter). 

Instead of doing this, jump into the stone 
wall just below where the passageway starts 
(as shown in the diagram). You should get stuck in 
the rocks and forced into the secret room. Ooh, scary, 
phantom fighter then go right to continue. 

(Actually, I have an admission to make: after many goes I couldn't get into this sup- 
posed secret room. But then I'm not the World's best Strider player - although I do try! 
Perhaps you'll have more luck? If you do find it, please write in.) 




the 



Prince Of Persia 



Some time ago we printed a PC cheat to this, allowing you to kill any enemy swordsmen at the 
tap of a button. Well, it appears that this is just half the story. Both Dan Flett from Australia and 
Roddy MacLeary from Fife, Scotland have written in with lots of extra secrets. 
As before, load the game from DOS by typing 'PRINCE MEGAHIT. Then press the following keys 
during play for the required effects: 

K Kills any swordsmen instantly. WARNING! Don't use on skeletons. 

U View screen above. 

N View screen below. 

H View screen to the left. 

J View screen to the right. 

SHIFT-T Extra damage point. 

SHIFT-* Flips screen. 

SHIFT! Advance one level. 

SHIFT-W Makes you light as a feather (no damage falling off ledges). 

SHIFT-B Blacks out non-animated objects (very useful!). 
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By Peter Molyneux out of Bullfrog 




How would today's 
developers revamp their 
own favourite classics? 
ACE asks that very 
question in the first of 
an occasional series. 



1 1 does sound like a bit of a wind-up, 
I doesn't it? Frogger by Bullfrog? To be hon- 
I est it wasn't Molyneux's first choice. When 
I first approached with the idea, he instantly 
I chose Ultimate's classic Knight Lore. Then 
deciding that wasn't such a good idea, he spent 
a day in deep contemplation before deciding "I 
want to do that caterpillar one. You know, 
Centipede." Then, while explaining why his 
Centipede would be so good, he threw in one 
final twist as the Frogger brainwave hit him. And 
that was that. 

Fortunately, it all fits in rather nicely, and 
there's more behind it than the rather tenuous 
similarity between the two names. Not only is it 
genuinely one of Pete's old faves, but not too 




Ihb b how NMf Molynam's 1991 varsion of "ooyar would look. In this artists Impression by Bullfrog! graphics wliard Paul 
Mdaughlln. Notka haw Mr (yog. In his m J/ -colour Incarnation Is a much tutor duridir than Iha original - an Important 
point In Pata'i book. Iha Infamous road, howavor. Is as dangarous as II «var tan, and now comas with aitra faaturaa - nota 

Iha manhole man. 



long ago Bullfrog actually wrote its own version 
of the classic coin-op. "When doing 
PowerMonger, we were worried that the player 
might get bored while waiting for the game to 
load," Peter explains. "So we wrote Bullfrogger, 
which was basically a slightly tartedup version of 
the original Frogger that you could play while 
waiting. We got rt finished and playable and 
everything." 

However, it was at that point Bullfrog realised 
that were they to release such a game, even 
within another game, the chaps at Sega would be 
quite anxious to talk to them, using words like 
'copyright 1 , 'solicitor 1 and 'twenty years hard 
labour', and so it was shelved. Now the game's 
got a new lease of life - at least hypothetical^ - 
thanks to Molyneux's New Originals treatment 

"I think one of the reasons I chose Frogger is 
because ifs an old classics that was very 
popular in the early days, but never got 
updated," explains Peter. "Asteroids became 
Blasteroids, Breakout became Arkanoid. but 
nothing ever came of Frogger. Which I think is a 
shame because Frogger was the first ever game 
to have a cute character - something that's been 
very popular recently. The other thing I liked was 
that it had a down-to-earth theme. While all the 
other games had space mutants, here you had a 
frog trying to cross a road and a river." 

Peter believes that Frogger has plenty of poten- 
tial for enhancement using today's more sophisti- 
cated technologies and gameplay philosophies. 
"Purely from a technical point of view, there are 
all sorts of things you could do. The graphics 
would obviously be very important, and with the 
right use of colour and animation you could 
create a really nice wet and slippery feel that 
would be just right for Frogger. Yes, plenty of 
moistness." 

According to Pete, the most useful application 
of any enhanced graphics would be to bnng the 
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LEVEL BEST 



So how long are the levels going to be then? 
"Oh, there'd be |u»t one... of Infinite length," 
"y* Peter. Vou WHAT? I "The problem with 
games with a definite end Is that when you've 
completed ft. you don't want to play again. So 
In this game there wouldn't be an end as such - 
the objective would )utt be to get as far as pos- 
sible. Every three screens or so you'd have a 
continue point that would allow you to restart 
from there If you die. 

•The way H works Is like the little holes you 
have to Jump Into at the end of a normal 
Frogger screen. Vou have, say, five tunnels or 
Hllypeds, but only some of them will be contln- 
ut points. There'll be a little clue as to what 
ones they are Just before you get there, like 
two eyes Inside the right tunnels that blink |ust 
for a moment. H you Jump Into the right 
tunnel, you're given a password. 

"This password would actually contain the 
Information that the program uses to set up a 
level, because the entire landscape will be gen- 
erated, not stored. So every time you start a 
new game, you play on a new. randomly 
generated landscape. But If you type In a pass- 
word, the program interprets the information 
and recreates the old game from that informa- 
tion, so you can continue from where you left 
off. If you had ten-letter passwords, you could 
easily generate around 196.000 levels. " 



WAITER, THERE'S A FLY 
IN MY CAME 

Several flies in fact as Peter explains. "As 
Frogger goes along, he works up an appetite 
for flies. Every so often flies bun across the 
screen, and if one nears frogger, he automati- 
cally shoots his tongue out and eats It- But 
the more flies Frogger eats, the fatter and 
heavier he gets, so when he lands on an 
object that's floating on water H starts to 
sink and he has to jump off again quickly. 
This effect wouldn't last very long though, 
and after a while he'd shrink back to normal 
size by using a bit of froggy flatulence. This 
would also give him an extra burst of speed 
as the flatulence propels him along." Ahem. 




The fabl.d aW/A-ogga.. ongmally written a> a gama la pail 

th. time .till. PowwSSortger loaded. HI now gathering dust 
In Bullfrog'! oHIcai - which ■ dying iham* ai it'* actually 
vary playable. 




iintks In another mock-up screen from 
■Wyneui t modem ftopger. eUreHe* of eatre feature! 
•en too. such at the friendly motorboat nog, towing 
•■win (ha haipful flllypad. You can't afford to mtu 
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LOVE STORY 



"II would be good If you could have 
n-ogger distracted by things. Vou could 
have Mrs Frogger who crops up from time 
to time on a lllfypad. She would act like a 
k»v. magnet that draws Frogger towards 
her, but you'd have to fight and keep him 
away from her because she'd be 
surrounded by dangerous objects." 



central character to life and give him more char- 
acter than the original's inanimate green blob. "In 
cutesy arcade game's ifs important to establish 
a player/character bond. If a player is going to 
spend more than ten minutes playing a game, he 
has to care about his character. I'm not suggest- 
ing that people ever really think about how much 
they like Mario or Sonic, but ifs subliminal and 
ifs important.' 

So how do you create a character you can 
care about? The most important quality is the 
way the character reacts with your commands 
and to the environment," says Peter. "The ways 
he responds to things creates the biggest bond. 
Sonic does this well - if you leave the controls 
alone for a few seconds he taps his feet and 
looks at the screen, and if he's on a small 




More Iwfm-ogger action, this time with Froggy hlmiel In dlra 
peril, mil long-eiposure shot gim an Idea of how fast the 
traffk motors along. It alto looks as though Froggy i* about tt 
gat iquiihad Into the tarmac. Aaalllaaaaa ' 



platform, he'll balance on one foot, teetering, ft 
all helps create a more interesting character." 

"For Frogger, this type of treatment would 
work particularly well. Running the game at a fifti- 
eth of a second, you could produce some 
dazzling frog-leaping animation. If he jumps on a 
log, he'd scamper around as the log rolls under 
him. If he jumps on an alligator, his eyes would 
bulge with fright. If a lorry zoomed past him, he'd 
do a "Woooaahr gesture. This would all be tied in 
to different sound effects. Remember, ifs the 
not me size of the sprite that determines its 
character, but the animation. Thaf s something 
that the development of the people in Populous II 
is teaching us." 

The most controversial changes are in the 
game's design. "The game wouldn't be just a sin- 
gle static screen, but an on-going, vertically- 
scrolling level. This would help keep the player 
involved, as the game's less fragmented. I'd 
keep the gameplay varied by adding new 
terrains for Frogger to cross. There'd be a back 
garden area, for instance, where you'd have 
dogs, cats, birds and dangerous plants to avoid, 
and a sewer area, with even bigger alligators. 

"One of the advantages of this new scrolling 
format is that you can give the enemies more 
detailed movements rather than just moving 
from side to side in a straight line. They'd move 
in fixed movement patterns so that with practice 
the player would learn their habits and play to 
avoid them. Random movement patterns don't 
work, because then ifs more down to luck than 
judgement." 

"A change of pace every now and again is 
essential, like in the Mario games, because peo- 
ple get bored with doing the same thing all the 
time. Frogger could jump into a pond and 
instead of jumping, he would swim. Underwater 
you'd have real froggy momentum, so Frogger 
would push himself along in little bursts. In this 
section the enemies would come down the 
screen towards you instead of from the side, and 
there'd only be a limited amount of air, so 
Frogger would have to catch oxygen bubbles in 
the water to top up his supply." 

Peter's more than aware of the dangers of 
updating an old classic. "Ifs very important that 
you don't destroy the feel and spirit of the 
original. The trick is to enhance the game while 
keeping the original qualities intact. Hence, the 
basic idea remains the same - ifs still all done 
from a plan view, and the little frog's got to work 
his way up the screen, avoiding danger. Thaf s 
another thing I like about Frogger • ifs a passive 
arcade game. You don't kill anything or go 
looking for trouble. You just have to avoid 
things." Aaaah. 
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is the most authoritative and creative 
magazine covering the Amiga, ST, PC, 
Megadrive, Lynx, Super Famicom and Game Gear. 
Only ACE gives you the hottest computer 
entertainment news of today and the games 
technology of tomorrow. 

For a mere £21.60, you can subscribe to ACE for 
12 issues and ensure you catch all the very latest 



games reviews, the window-on-the-industry 
features, exclusive news stories from around the 
globe and the Pink Page hardware and software 
digest section unavailable in any other magazine. 

Your subscription will also entitle you to a FREE 
SOFTWARE GIFT, courtesy of our wonderful friends 
at UBI SOFT. 




SUBSCRIBE TO 
AND GET FREE SOFTWARE 



* Get 12 Issues of ACE, the best computer entertainment magazine in the 
world delivered direct to your door and we'll pay the postage! This means 
never having to traipse down to your local newsagents for your copy again. 

* Ensure you never miss out on all the vital information which only ACE 
gives you and impress your friends with It. 

* Choose from some RED HOT UBI SOFT games - which can be yours 
absolutely FREE! 

If you take out a subscription for 12 issues (only £21. 60> or 24 Issues 
(only £43.60) you can choose one of the following UBI SOFT games FREE! 



MORTVILLE MANOR 
FULL BLAST 
IRON LORD 
PRO TENNIS TOUR 1 



( ST, Amiga ) 
( ST. Amiga, PC 
( ST, Amiga ) 
( ST, Amiga, PC 



PROFo^ 



PRO TENNIS TOUR 2 < ST, Amiga 

JUPITER'S MASTERDRIVE ( ST, Amiga 

UNREAL < Amiga ) 

BAT ( Amiga ) 



NB: The free software offe> 4 available 10 UK RESiOCNTS ONLY. 

Your software choice <m)I be mailed seoatatoly to you* *"st magazine, please allow 

28 day* tor delivery. 






SUBS RATES SUMMARY 



12 Issues (UK residents ONLY) 

12 Issues (Air Europe) 

12 Issues {Rest of the World) 

24 Issues (UK residents ONLY) 

24 Issues (Air Europe) 

24 Issues (Rest of the World) 

We tkigtpv Ihsl .—.mi urn do. M intttiaftonii Montr On*- 



£21.60 
£39.50 
£53.00 
£43.60 
£79.00 
£106.00 



Place your order by completing the coupon, or send your details on a postcard, or ring our 
special 24-nour Orderline service on 
0858 410 888 
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TO ACE SUBSCRIPTIONS DEPARTMENT, PO BOX 500, LEICESTER LE99 OAA 

NAME : 

ADDRESS : 

POSTCODE : 

I would like a subscription to ACE for 12 ISSUES Q please tick box 
I would like a subscription to ACE for 24 ISSUES □ please tick box 

Please start my subscription from the (enter month) issue of ACE 

I would like the following FREE game (please t>ch bo* - only one. remember!) 



Mortvilie Manor (ST) 


0O74 


-I 


Pro Tennis Tour 1 (Amiga) 0082 


□ 


Mortville Manor (Amiga) 


0075 


Q 


Pro Tennis Tour 1 (PC) 0083 


□ 


Full Blast (ST) 


0076 


□ 


Pro Tennis Tour 2 (ST) 0006 


□ 


Full Blast (Amiga) 


0077 


□ 


Pro Tennis Tour 2 (Amiga) 0087 


J 


Full Blast (PC) 


0078 


J 


Jupiter's Masterdrive (ST) 0084 


j 


Iron Lord (ST) 


0O79 


Q 


Jupiter's Masterdrive (Amiga) 0085 


J 


Iron Lord (Amiga) 




□ 


Unreal (Amiga) 0088 


□ 


Pro Tennis Tour 1 (ST) 


0081 


□ 


BAT (Amiga) 0089 


J 



I enclose a cheque/postal order made payable to EMAP IMAGES for : £ 

Please charge £ to my Access/VISA/Diners Club/AMEX (please date as appropriate) 

Card number : 

Expiry date : 

Signature : 
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A ACE Binder A 



here can surely be nothing 
J more sexy and fashionable 
than the ACE t-shlrt. This latest 
item in the Ace Clothing Collection 

is what every self respecting 
computing genius will be wearing 
this season. The eye catching 
ensemble has been exclusively 
designed by ACE's own art editor, 
Jim "Gaultier Willis, for the lover 
of fine things and the reader with 
good taste. The t- shirt is available 
in sizes small, medium and extra 
large and can be purchased at the 
ridiculously low price of £5.99 



T. here is no better way of storing your copies of this, 
the world's finest computer entertainment magazine, 
than in an ACE binder. The binders are available in two 
designs - so as to satisfy even the most stalwart supporter 
of style and quality ■ and can be yours for the 
embarrassingly inexpensive price of £5.99 

Order without delay, to avoid gross disappointment. 
Simply complete the form below (enclosing your postal 
order or cheque, made payable to 
EMAP IMAGES MERCHANDISE) 

and send it to the following address: 




I ACE 



Pleaw remember, these top Quality "term mu*t be handled with the utmoil care by our dispatcher therefore do allow 28 day* (or your order to be fulfilled. 

Rest assured you have chosen well. 

PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN, WALES CF48 





/ want to be an ACE Adonis, so please send me:- 
ACE T- shirt £5.99 SMALL □ MEDIUM □ EXTRA LARGE □ 

ACE Binder A £5.99 □ 

ACE Binder B £5.99 □ 
I enclose a cheque/ postal order for £ made payable to EMAP IMAGES 




NAME: 
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ADDRESS: .... 
POSTCODE: 



(All pnees include postage, packing and VAT) 
Please send your orders to: 

ACE MERCHANDISE OFFER 
PC WISE UNIT 3, MERTHYR INDUSTRIAL PARK 
PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN CF48 4DR 
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Tha i.'j- n:ui , Chrtt Crawtonl. founder of i ha American Compute G*m* Dn,q« Conf aranca and 
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ers get the latest instalment of the ACE machine-specific chat columns. 
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Every month the unique ACE 
Charts rate games NOT accord 
ing to sales, but according to 
the review marks they got in 
ALL British games mags... 



^P* ach month, we tolled alt I he available UK games magarmes, and check 
out the review marks lot each game Then we s>mply work out the aver- 
age mark that every game receives • the figure in the right hand column (out of 
100). The higher I he mark, the bellcr the reviews AND you can win a pro* 
every month see the opposite page. 

One thing's frx certain: Mtrrorsott must be chutfed over the success of 
Xenon Ki budget re-release And Microptose's Sorcerors Get AH The Girls i* 
striking evidence thai teit'n" graphics advenlures are still alive and kicking. 



IBM PC 


■ 


Chuck Ycager Air Combat Electronic Arts 




Martian Dreams Origin 


9243 


Sorcerers Get... Mkroprose 


90 


Heart of China Dynamix 


90 


Logical Rainbow Arts 




German-based Rainbow Arts stops the 




Yanks from making a clean sweep of the 




PC lop five. It's also nice to see a change 




from the PC's usual diet of flight slms and 


1 


traditional strategy - only Chuck Yeager, 




which is well worth the number one slot, 




and a good mix of gaming styles making up 




the rest of the chart. 





mp mil 



The tucteu of Castles on the PC just goes to show how important ftrst 
impressions are in the software business. When the program was 
launched, journos were knocked skleweys (ACE included) by the original sce- 
nario and authentx strategy. This led to a great deal of pre-release coverage in 
magaimes that has obviously grven the title very strong support at launch. 
Unfortunately, it onry goes to show (see our review on page S6) how mrslead- 
Ing first impressions can be. The good news, however, is that £A have promrsed 
a vattty more polrshed product when the game hits the Amtoa. 

Meanwhile. Kick Off 2 continues to astonish by re-entering the charts at 
number 4. It's rather daunting to note, however, that K02 « Just one of no less 
than 14 re-entries In the ST top 20 chart (as opposed to 7 In the Amiga), which 
could be taken as evidence of a dearth of quality new releases for the Atari 



IBM PC 


Castles 




Electronic Arts £34.99 


Lemmings 




Psygnosis £34.99 


Colossus Chess X 


CDS £24.99 


Fun School 1 


II (5-7) 


Europress Software £9.99 


Links 




SSI/US Gold £39.99 




AMIGA 



Xenon 2: Megablast Mirror Image 

Hunter Activision 

North and South Action 16 

3D Construction Kit Domark 

Manchester United Europe Krisalis 

Third budget title to lop the Amiga chart: 
evidently no-one's forgotten the impact 
Xenon 2 made first time round. 



ATARI ST 



Mirror Image 
Psygnosis 
Star Performers 
Domark 
Ocean 

Lemmings hangs on but Xenon 2 collects 
its second number one this month with one 
of the highest scores ever on the ST. 



Xenon 2: Megablast 

Lemmings 

Flood 

RBI? 

Toki 



...and here's how they sold! 
Use the Gallup sales charts 
below to compare review 
marks with sales performance: 



AMIGA 



Manchester United Europe Krisalis £25.99 
F15 Strike Eagle tl Microprose £29.99 
PGA Tour Golf Electronic Arts £25.99 

Monkey Island Lucasfilm/US Gold £29.99 

Lemmings Psygnosis £24.99 



ATARI ST 



Flames of Freedom 


Rainbird 


£29.99 


Manchester United Europe 


Krisalis 


£25.99 


Armour Geddon 


Psygnosis 


£25.99 


Kick Off 2 


Anco 


£24.99 


Teenage MH Turtles 


Mirrorsoft 


£24.99 
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THE STOCKMARKET 



In addition to our gam« charts, we also have a bit of fun with the figures each month 
whan we produce the ACE Stockmarket. This Is the list of the companies whose games 
•re getting the highest review marks at the moment. Any software house that gets to 
the top of this Roll Of Honour has a right to crack open a bottle of champagne... 

Having collated all the games reviewed in the latest issues of computer magazines, 
we calculate the average mark that each publisher received for every one of Its games 
on each format. We print only the top 25 
companies each month. In fact, we keep 
tabs on all of them, but you don't want to 
read through a list of over 100 names In 
every Issue. Occasionally a new company 
will enter the listings, in which case its 
name is marked with an asterisk. This 
month, we welcome budget labels Respray 
and Star Performers, straight in at number 
one, and Hi-Soft, better known for its lan- 
guages and utilities, to the ACE Stock 
Market. 

Finally, we take care that the informa- 
tion here Is genuinely useful. To that end. 
we don't count companies which have only 
received a single solitary review. 



How HOT were last month's 
games? 

Oespta mma v.ry high individual iiom (sea 
tha Ad charu). the Software Indea. whKh It tha 
everagi o* all marks received. H at It* lowwt ret- 
.-><) ftei IS month* Mm* BBS tht* be? Well ur-t<x 
tunately, alongtrde all tha denting ituff luted 
on these pages, them have been *onte budget 

(tinker* out on review over the latt month, 
which have pulled th* figure down (one game 
....... .,i tha ituntung average ol IS out of »00! 

Watch the Indea neet month fur (we hope) a 
return to normal *ervka. 



Software Index: 70.59 



PUBLISHER 


SCORE 


Action 16 


80.88 


'Star Performers 


96.25 


Activision 


80.57 


Psygnosis 


93 


GBH 


80 


Origin 


92.93 


Infogrames 


80 


Microprose 


91 


Core Design 


79.67 


Krisalis 


84.42 


IDEA 


79 


Sierra 


84 


'Respray 


78 


Mirror Image 


83.53 


Electronic Arts 


77.67 


Virgin 


82.5 


Demonware 


77.5 


Dynamix 


82.08 


Ocean 


76.79 


'Hi-Soft 


81.75 


Millennium 


75.25 


Gremlin 


81.73 


Rainbow Arts 


74.06 


Bitmap Brothers 


81.5 


Hit Squad 


73.8 



WIN A PRIZE! 



If you can predict the entries In 
neit month's ACE charts (NOT in 
the Gallup charts), you can win a 
free same for your machine. 
Here's how... 

STEP ONE 

Fin] a postcard y wrrte your entry 
on the back of an envelope. Enler 
your name and address, a daytme 
telephone number if you have one, 
the maclsne you own. your age. and 
the Round Number In the box 
below). 

STEP TWO 

Eaarrsne tha month's charts. Then, 
uing yovr Knowledge of the games 
scene, try lo predict wtveh games 
wd come too of the ACE charts nest 
month Faialry, enter on your post- 
card: 

• We top game tor the IBM PC 

• the top game tor the Amiga 

• the lop game tor the SI 

YOU 00NT HAVE TO ENTER A 
SUGGESTION FOR EVERY 
MACHINE! But rememoer that your 
chances ol wtnnng may me/ease i 
you do. 

STEP THREE 

You can also try to o»edict which 

company w* be at the top ol next 

month 5 Stockmarket istmg (see this 

page) Enter on the card: 

The top sofjeo wirl be. ..(name ol 

company) 

STEP FOUR 

Post the caid (WITH a stamp!) to us 
to arnve not later than the closing 
date tor this round 122nd August). 
The address «s: 
ACE Stockmarket 



30-32 Farringdon Lane 

London 

EC1R 3AU 

The first correct forecast 'or each 
chart taken out of the hat wtra * 
prize. H you get more than one entry 
correct, you'll be entered n further 
draws for each category, thus 
rcreasng your chances of winning a 
prize. And don't forget to mckide the 
fond N. ~|y'r' 



THE RULES 

• AJ1 entries must be received by 
August 22nd 1991 

• No employees ol EMAP. or of 
any company involved in the pro 
duclon. distributon. or sak- ot 
ACE V i ■ are eligible for 
entry. 

• Only one entry per household 
Proo! of poshng not hekj as 
proof o' oeevfy 

• We cannot undertake to deever 
specrfic software titles as prizes, 
but rest assured that we w* 
make every effort to ertsme Thai 
the games get the adrenal*! 
oumptng! 



THIS IS 

ROUND 22 

Round 19 winners: Steven 
Grimes of Chelmsford who 
spotted 5wtv for the Amiga, 
and Erik de Loos of The 

Netherlands who got 
Lemmings for the ST. No 
Qualifying entries, however, 
pinpointed Sim Earth for the 
PC. Ah well 



AMIGA, ATARI *m PC SOFTWARE 



The Tipster 

TIPSTER IS THE NO. 1 SELLING HORSE RACING PROGRAM 
AND CONTINUE TO OCT PERFORM NOT ONLY ALL OTHER 
PROGRAMS BUT ALSO THE BOOKIES. USING DATA FROM 
THE RACING POST, D.MIRROR OR ANY NEWSPAPER. THIS 
PROGRAM WILL SELECT THE BEST HORSES AND OFFER 
BETTING ADVICE. 

The Punter 

LET YOUR COMPUTER TRY TO MAKE SENSE OF THE 
AUSTRALIAN POOLS. THIS SOFTWARE CAN BE USED FOR 
ANY POOLS COUPON. THE BRITISH LEAGUES ARE 
1N< LU DED FOR NF.X I SEASON. 



DIAL-A TIP CHEAT-LINE 



The Dogs 



THE DOGS USES DATA FROM THE RACING POST AND MOST 
NEWSPAPERS TO RATE GREYHOUND RACES OVER FLAT 
AND HURDLES. THIS PROGRAM IS VERY EASY TO USE. AN 
IDEAL GIFT FOR THE MAN WHO HAS EVERYTHING. 

League Manager 

THIS PROGRAM ENABLES YOU TO MANAGE UP TO 14 
TEAMS IN 5 LEAGUES ON ONE DISK. IDEAL FOR SCHOOI5 
AND ANY .SPORI |N< I UDING- loOIHAI 1 t.OI F. SNOOK! K. 
PARIS, BILLIARDS, POOL etc. 

The Bookie 

THIS NEW RELEASE CALCULATES THE RETURN FROM 
MULTIPLE BITS, YANKEE, PATENTS etc. A GRAPH DISPLAYS 
YOUR DAILY BETTING PATTERN. THIS CAN BE USED TO I 
INCREASE YOUR CHANCES OF WINNING. 



134.95 each, or any 2 lor £49.95 



SIDMOl III SOI l\\ Mil 
9» III KM, S I 

SIDMOUTH 

1)1 VON EX 10 SI Y 

II 1 1 PHONE: CM9S .S77KK4 



Sontl £9.95 
lor a Dl \U> 
DISK. 




for cheats, tips, pokes and 
secrets on all computer and 
console games, ring now on 

0898-10-1234 



From Ireland Dial 

03000 21244 

Updated weekly, 
Live Computer Helpline: 

0898-338-933 

PRIZES FOR BEST CHEATS, TIPS, ETC. 

INFERNO 

Interactive Phone Games 

CASH PRIZES 

NOW ON LINE 



0898-442777 



Send to: PO Box 54. Southwest Manchester M15 4LY 

Proprietor Jaqueline Wnght 

Please ask permission ol me person who pays the bill, calls charged ai 
34p per mm 'Cheap Rale' *5p per min at all other times 



tagit 5cffM IBM 

A Ma> (Mac EiUVi 109 M 
OevPer.11 44» 

OecaK ?'» 

MM 

37 M 



CV. 1MH 
BWOM T,f-ig IBM 
PnWKVl MM 

Soperbaea Personal 3 21 M 

GRAPHICS 4 VIDCO 
Aaptvytao Te* 82 "5 

CMITB1 smm> mm 
DPert m (P* 1M)1 S7S0 

R-aiT.noaft.0a 20*0 

.-.i ■■>* 12.30 
Ml H<PeJ irnoJZi U 

M« _ 

Pro Vtfao Pk»» 
Sotipl SDXLtPaJ 
Trtp- A'Tion . . i 
Tgrt»S*er 
TV Snow 2 2 ( P» imb) 

TVTWN (Pal) 
WJao Frame Oat*** 
r. P.* 

. VflMN 

ICMOaaaw 

HUVC AF-UCAT10N 
Aao* Sort. 20 «5 '4 

DWMkMc SO 24 

Muvc X (UK M M 

SamiW>i* MM 

f^ra Sound Os-WW 77 90 




24 HRS 0908 564369 or the shop - 0480 73331 



AMIGA UTILITIES & BUSINESS 



MM«X(MM 



1M 50 
177 60 
"200 
24M 
97 SO 
B700 
MM 

M'S 

16 25 

79M 



* port.) 31 M 
MkkLaad MB 

BUBMCBS 4 EDUCATION 

AaVa-rage 17 JO 

Fun Scnooi 2 over rs|aach| 



ARt4SO«JM> 

AMOS 

Can Do 

- Pan ill 

OakiraVMao ill 

farmMOA 

Maawraund 

Pietcn PalM 11 

Quanai 
SmoeMagk 

AC0MMMV33 

Davpac SI V2 0 
«ru Won* PO. 
F|aai8M«IPUMna> 

*ao"BaBle 

•aeoa c 

K-daia 

«0"*"2 

K-Ao.aao i 

K apaad 2 _____ 
»■»«»-. 

m mc 

MakahoiPk* 



PtoWjI V4 2 
Puirnaaa 



-- - 



DIP 



IB-era 22*0 
S(Mta«n 4«o" 7«aacM 1840 
HaonBaec MOO 
"oma Vran 2079 
HonaOflkaM 97*0 

iuno*(HOB20iMB 

RacomrnenOM 34N 

Man B uc on Typraj TuWIB '6 
Hhvo GCSf Mam* 
Micro OCM Franen 

ysc.ooc.se 



"nua-i — ~ 

PteWaa 3 
ScmNa Plana** 

'■I'V'" 

VW-aparteci 

urracerOPiua 

VVuairaacaonFYei 

< Copy B_~4>E»~- 

viwo 
CraoM Tan Sen-ear 

0-tu.aVOwJ 



MM 



32M 



MM 

24 M 

32M 
t4M 
34M 
UM 
121 M 

•IN 
UM 

B'M 

MM 
..34.90 
34 M 
29 90 
1*79 

41 M 
MM 
104 90 
MM 

S5M 
■ ~: 
MM 
MM 

29M 



129 94 
34 M 
99(2 
64M 
99 B2 

41 M 

32H 

164.61 
M.K 

MM 

17M 



THE NATIONS TOP 125 TITLES 



THE ULTIMATE COLLECTIOI 



" 'BMW 192. 

— cmtaai QatAOaaa 1925 

Pan Pa) iPal ius> M M 

P-oflaia M 00 




Buck in 

Cam* Mash* — . , _ ■__ 

C«* Ch»*Won*h*» 2179 — 

C«WnArTia IC*-"Bn 

Cofcnais P*ol-m 

Coo»*»i ol Camea* 

CowWn i I— ■ — ■ 

Nr*1*lt 

Diagona Breath 

6-it(" Hugnaa Soccer — 

Escape From Srges CaiDa 

f scape Planet or Robot Mo ns ters 

f 29 niiana-ot 

Fira and Snoaiena _ _ 

nood ..— 

HaroaOjaaili «b) 

Meaner* 

NCaiM From The Deaeri<l MBi 

Laai N««a II _ — — — 

LA*AW* St«1 Lany3 ... 

Lou P aliot — .— m 

Iamai 



«m a-o iV— 

AiDouma Plangai 
AMHaaaa 

ATT 2 ' 



AT- 
1398 



..AM 

1699 MaPd"a*»a< UnnaO 

1499 Mao Hunan ki San F 'inokd i ' 



...H 



1699 
21 99 
>399 



13 W 
1699 
16 99 



16 99 

13 n 

M N 
1399 
1699 
19 99 



'699 

14 99 
1899 
12M 

26 99 

13 99 
16.99 
1899 

i6 m 



Opa>a»00 ThunOansolt 



t699 
1699 

1 F *1 

M M 
1699 
1899 
1999 



Ssyr-'r:::.. 

Puii-C- 

n*wii*>_ 

Plogua TiOopar ■ 
RM atom Roing 
Sf— Sot. Wairoi 
SpacAca 

Sp*<-Qoa*i2n ->» 
»W Cart ((baMma* 
Thau Fmaai Nou* 

T„m_- - 

KVIpaMiMaHi 
IKmattOofl - 

X-CM 



-*T- 

1399 
1399 
1399 
1399 
T6M 
1899 

>3W 
13S9 
12.99 
16.W 
1399 

16 99. 
IJ99 
.1S9B 



1399 
1899 
.1399 
1499 

12997 




4 9* P47TN J oa-&» 



II 



4M 
■M 

IN. 

4M 
7M 

BouWaW CM 4M 
Bnan Cn~9-a FodMM IN 

_Ck RafM " • 

Capa-a' UM 

CapaM-Band AM. 

CanaaawSo— ma .'N 
cna-o— i » Sfaoa- 7M. 

Cn.-9D90a AM. 

Oaa KnoOoma 4M 



4 M 

4M 

_ 7.M 
*M 
IN 
UN 
ISM 
41 
'M 

7M 

4M 
499 
6M 
KM 

'99 
7M 
'» 

-UN 

..IN 

<0 M 

4M 

■MB 

16M 



Full 

0hoMbM4ar>2 

Cava. 

G.nina».._..._..„. 

OAwnBNII 

GsU*" Aaa' .... 

Ha-JCVa- -• — 

Hv»ai Pa-el I 



'IN P«a nan* 

IN 0~i«wtoalW( 

9M "VfHo-_ 



'N. 
7M 



_ IN ... 71 



..7 

•M 

UM 

-7M . 
IBM 

•M 

IN 

...7.M. 
IBM 



■at SDIwM — — -TBI 

JuaMDajaN- »»N - 

...... _7M 

MOBMa 7M 

NhB »M . 

■™>Eao ■ *N 

««tOf (<u*e> — 

iaa-sowaa AN 

IfWUM A\N 

UAB all*** 1»N 

UnMOITna'av.gSu- UN 

Manaca *M 
Mac' 1BJB 

•WiSp-a BM 

faytKASoui" IN .— 

Cw«icn Mamma *M 



12M 
799 

16M 
IN 

IN 
7M 

19M 



' M 
13M 

-TM 

7M 
IN 
IN 
14 M 
■M 
IN 

IBM 

11 N 
499 

IBM 
•N 
IN 
4M 



Saowo>U«awi*' 



S»Ma> I ■ 

s—aa/ 

sp. vi Bja 

SptViSpf 11 

Set vaSpfl" 

TMnaoa Mga-iT^ta* 
TaeTnoaBuna 
-...-'..■>--•-. 

T^Macftna 

mr 

OoT 

ferow Caaoa ' — 

•oobn 

Tavnreibaba' 

Traaua Dili lfia*a 
I^vaP-un-Aa 



an 
m 

3 99 
IBM 
IBM 

IBM 

IBM 

4M 
4M 
4M 
IN 
1BN 
3SB9 
IN 



IBM 
'IN 

4M 

f 99 

• w 

14.M 
12.M 

IBM 
IBM 



COMING VERY SOON!!! CALL FOR LATEST DETAILS 



MICROSMART MEGADEALS! 



D>agona 1— <2 
Draaa* Hatm 



Ko.O-2 

DaAjia ProoUCMna lUpgraOB oaCTup-PWO-i — u nawi 
Supaft aa a Paraonal 2 UporAda l_M!p.oWcala~»a.4B i 

S«vpun IbporaO* bac-up. dock, and CAMKMi) 



THE LEARNING YEARS 



A,-,.— R-,« ...... 



49 99 
49 » 
A6M 
46M 

M N 



Dnoaav Dncova>Y XI 



Dbmbmbi rSNBkig 

Onccac Nj~t-r. 

OaKOwrnaAipnaMi 

DonattK 

F*all 

Fn-al i 

«^S«npo.J(-r_.«| 
F^n soma 2 16-11 

F^3cno_2(B.t 

Fj<Scnooil(unoa>5) 

BNaN|B>n — 

f-nScnool3(7.» 

Oa™jr Maala" 

OooM°am.(<an< 
Hoo-av " »r-iaa« 

lUHanTina 
A*"* T-saaiS-iOl 

lOd Taa 

ua* Spa* W tv a 
UAiSpMaiSnopa 

Vbbb bm*)i H-Bt.— . 

MaBii -Ama tH2i 

■BBhTaBl 

MKKaya Runa— ay Zoo 

UKktyt Croawwo m»a- 
My Paint 

BmbmrBn 

Prof Look* at "ordi 
PiM Makai Sanunon 
"to" Pia ( 5 a na« &a—a 
Pwila Boon Vol 1 
«M« Sim Boo* 

Pm,~ioo tJolaboO- 

Sp*-.V> T_o 



13 M 

13M 
16 M 
IBM 
IBM 
13M 
14M 

14 N 
<3N 

13 N 

13N 
IBM 
16 M 
13 N 
13 M 
ISM 

16 N 
16 N 
16 M 
i J 99 
on 
16 M 
• 399 

12 99 
IBM 
<4N 
IAN 

16 n 
IBM 

16 M 



22M 
IN 
16N 

18 M 
IBM 

14 M 

ten 

16 N 
13M 



. S-jt.:.-. - u. 
Goaja-Snoa . 

AKaaa/ 

•ip— *a-a» 

i -. ■ ~~- . 
Bunniuwii 

B_J.1J?«GoMAfla 

Ql, SSbi 



DM . 



C-aCnaiafiga 

C«MC*»aapa-iArw2 

OafnoeMbw- D.K. 
i-a. - ■ . . - 

e»^9-a 

f~ *y* l^'iV hXfc 

Qoa o" ■ lakaal 

UatX-ta) __ 

MUOfT- 

v~<* Maiwi 

Udaaaart 

Mr- 



I'M 
22 M 
1BN 
IB N 
IBM 
I7BB 
I'M 
IBM 
229 
ISM 
17M 
IBM 
I9M 
IBM 
IBM 
IBM 
7N 
13N 
IBM 
13M 
IBM 
16 99 
16 M 
16 M 
IBM 

nai 

IBM 



NAM 

*a™Po-_. 
>-...— 



Poll no ____ 

■waawit — 

PoPocopgPomlTI 



Ml— — — - 



•aaai ■ 

fuiai Can 2 (Qram»-| 

Sop- Mo«o OP 

T>-"— p 

naFiMk* 

lo»&oa*WA) 

MBWBI- 



i* N 

1499 

'6 *j 
II ■ 

II BB 
1699 

16 99 

■■ _ 

1890 

16'W 

I6» 
1699 
1699 
1699 

aa bb 

22 99 
'699 
IBM 
i399 
1499 
•699 
i399 



AM 

7M 
'N 
1BN 
IN 



■ J* 
1BN 
BM 
IBM 
i*M 
IN 
4M 
AM 



A 99 

IN 
IBM 
IBM 
16 M 
4M 
BM 
4M 
I4M 

17M 

1BM 
IBM 



BUI 

1MB 
>'M 
IBM 

>7N 
I7M 
IBM 
I7M 
I7M 
17M 
IBM 
1AM 
TAN 
I'M 
I'M 





1*....^ ... — , 

.-. . . ... 

*o™-a~J 

Z«at...._ — 

Ml — _ 



ACCESSORIES 



•BM 

I'M 
IBM 
IBM 
IBM 
I'M 
UN 
17M 
1999 
1 1 M 



24 99 



Poww 0>-» 3 5* «ak dr.va RBvTAtflB 

OS2Tuno — .. 

OS 3 MB 

5 - 1 ConBW Mouaa _ 

Co— po Pro Eiua SDOO — 

AO loCkAr-a Dia> Oak ....J _ 

80 LoduMa Diak Boi 

Mouaa MM 

Mouaa Pockat ■ , , 
Am^a 4 plirfli AOacacK 

Amtga 4O0 Dual Covaf 

Oaa Claan-oKi 

BoalOBukdiBU 

B'anoad BBM 181 

MBB - SI Dtl-BB 

CM8813 » 

Monao.|.aad - 

LC200 CCAX. - Mo-o - (Xifi-p- 

LC 200 2A Mono Pnnoai 

LC 200 24 Colour Prnaa. 

ALL PROOOCTS ARE SUBJECT 



JUST IN 
GB ROUTE 
£32.99 
Calculate Route, 
Times, Fuel Uses 



999 
1999 
12» 

499 

7 99 

3 BB 
I 99 

. 7.99 

4 99 



H M 
298 M 
999 



..,..„, 25600 

_ _ „ 32900 

TO AVAUABILID ALL PFOCIS SUBJECT TO CHANGE WITHOUT PtllOR 
NOTICE E BOE 



ORDER FORM 



FAX 0908 262551 
24 Hr Hotline 0908 564369 ot 0480 73331 



TITLE 


COMP 


PRICE 




























TOTAL 





Have you ordered fromus before? Yes No 
ACE 07/91 

NAME '. — 

ADDRESS: 



BBBBia aam 



BaBMBaBBB* 1 1 BW 



i "* • 



TEL NO 



Please send this to Mlcrosmart, 127 High Street, 
Newport Pagnell, Milton Keynes. 

MK16 6SE ! 



AMOS 34 99 

Aostaftiu 9 99 .9 99 

BAT* 2*99 1999 

Back To TM 

Funxo? 1690 1690 

Balance Pows>i6 99 16 99 
Batman The 

Movie 13 99 .16.00 

Command 16 9916 99 
Bad le Ot BtabmiIB 99 IB 99 
BaTOe Cha» . 16.09 .16 90 
BanleMasiS) 1699 1699 
8«y BM Kid* 1699 .1690 
Wairtor* 16.99 16.99 
Blood Monty .16.99.16.90 
Btoodwycn Data 
Do* 9 99 9 99 

Bomber 21 99 21 99 

Bo*ino Man»oa«13 9913.99 
B5S Jam Say 

moot 1699 16.99 

Cam-rComd M 99 1489 
Cavadai' 1699 16.99 
CnaosStnkM 

Back 16 99...- 

CTiMCKY6«N<">6V99 16 99 
CtMMHQ 13 00 16 99 
Coiorado 16 99 .16.99 
ComOoRatar 13 99 13.99 
Co*OOf»mon 16 99 16 90 

Convnando 13.99 13 99 

Commaocto War 16 9916 99 
Conrkcl Eu'Ofwl6 99 16.99 
Coajnets BsouMl 

(Imo) - 26 99 

ConojUBft Camaiol 

(imb) - 26 99 

Conquafc 16 99 16 99 
Comirvanui 

Cmcus 1399 13 99 

Crackctown 13 99 13.99 

C>aiy Cavs 2.. .n». 14.99 

Damocles 13 9913 99 

Dan Data 3 13 99 13.99 
Dark Century 16 99 16 99 
DayaC-Th'de.10 99 19 99 
Degas Eld* 17 99....- 

DichTtacy* 16 99 16 99 

Draoons Law 2...-. 2690 

Dragons LaWImb- 26 99 

Dartken 2199 21.99 

Edition One* 1690 16 99 

EBH 14 09 14 99 

Errayn. Huge* 13 09 .13 99 
Escape FtomRoOW 
Monaiere 1399 1399 
fieCombai 

MM 16.99 16.99 

FIBSlBaNn Fief 19 9919 99 
F 29 Renin** .16.99 16 99 

FaKon 16 99 16 99 

Fanuiviakjn 29 99 

Fakon MiBaJon 

Dfe* tiM 13-90 

Falcon Mls*on 

D«fc 2 13 99 .13 99 

F-ol Bartle- 16 99 

Flie And Bnm ■ 

None 16.99 16 99 

Fae B Forgei 2' .- 16 99 

Fsghi San 2 26 99 26 90 

Fagntolrne 

iMiuder 1699 1699 

FHDiak7or1113 99 1399 
Ft! Dish Europni3 99 13 99 
FH Disk Japan 13 09 13 99 
FooBMB Delor 2 1 2 99 1 2 99 
Frball Manager 2 
Oatipk 1299 1290 

Future Wars .16 90 16 90 
G«OS«0usie'B2i6W 16 99 
Gl»o« 4 Qocans 1 3 99 1 3 99 
Ghouls 4 G*i1s 13 99 . 16 99 
Grand National 13 99 

Oiand Fvu OcmI 1699 
Giavity 16 99 16 99 

G<emane2V 1399 13.99 
Heavy Metal . 13 99 16 99 
Hester 16 99 16 99 

Hound* Of 

Shado" 16 99.16 99 

mpenom t6 99 1699 
bnpc«8amol* 13 99 13 99 
bidyJ Action 1309 1399 
lndyJcne*Advl6.99 1699 
mdy Jones Him ■ 
Booh 6 99 5 99 

WarcerNQf - 1699 

J BBcMaui Elba 
CownMB 9 99...- 

J feOuaus GoB 16 99 16 99 
J. fechlaus Unlimited 
GoH 1999 1999 

Koch OB 11.99 11.99 

Kick C* 2 _ 12 99 12 99 
K.OB Eafa Time' 99 7.B9 
KaJGIovM 16 99 1699 
KB Game 

Sno-- 1699 1699 

MBB 13 99 .13.99 

Lammmgs 1699 1899 



_.S-T.... 
19 99 iVBaf 

26 99 2t' 
1299 H 
1999 
16.99 
1699 



lam/ 2 

Lavry 3 

Licence To Ki 
Lit* & Death* 
Light Force 

Loom 

Lords Ol Bueng 

Sun 

Losi Pabol 13. 

Magnum 4 16. 

Mancnesl** UM16 99 ill 
Manhunier N V16 99 
Uanhunler NY 

hkntbooh 6 99 t 

UanhonMr S F2199....- 
Maniac Mansion 16.9916 
Mat". Me/der 1399 
Mctopcose Socc14.9 
Ml TankFiar 2199 21 
MkM-nWf 19 99 « 
Majnight Resistl3.99.lt 
MWC)B«ceCcml699-- 
Mm. omce 
Graph** 1699 
MimOthceSc'dien 
Mufdet* 16 99 1 

NBBJ Zee Story 13 99 IB 
nkghtB-eed- 1399 It) 

Nero* 1699 iiajl 

Nc^aSouti 9 99 til 
Operation 'BoVi 99 H« 
Operation Ham'*l6 0 9TS'jl 
Operation Wotl 12.99 141 
Paper Boy 12 
Pipemanta 13.99.16! 

Pliates 1* 99 it? 

Plarsr Managetl2 99 lifaff 

Plottmg- 13M.16J 

Police Ouest 1699 .1*9) 
Pohc*Ouest2 l6B9 i*B 

Popuku 16.90.1 

PopuiU P> Land' 99 J| 
Po-* Drome 16.99 Ki 
Power Mongef 16.99 itJI 

Pr*CK>UBM*UllV» 'SB 

Rawilow »Nands13£ 
Red Sicrm FtawiglS 
Rick Dang*.ousl5 99'il*§ 
Rick Danger- 2'16 99 1U 
Rak 1399 -t 

Robocop 1299 ' ' * 

Roboccp2 1399.16) 

RYf Honda 1499 'ABBJ 

Shadow War's 1399 
Secret Ot Money 

Land 1 

Shadow Otihe 

Beast — - — Bat 

Shadow Ot The 

Beast 2 -—3*1 

Sherman MA 1699 tSflfJ 
SNnotk 1299 't. 

S-enlSennce 1499..- 
Sihvc-mlV* 1399 
SimCtly 1999 
Sim C*y Terrain .- ... 

Silkworm •_. 

Skat* o. Die* .1 

S"y Spy* 1 

Snow SB***.. 1699 

Space Ac* 26.99 

Spac*Ouesi326 99 
Space Hatne. 313 99 
Spy Who Loved 

Me 13991 

SiaiOlMMr2 14 99 1 
Stos 1999 
SlOB Compaer 1399 
Slos Games 
Galore 169B_ 
Slos Maestro 1699- 
Stos Spints 600 1 1 19_ 
SfunRonne" 1699.1 
Sow Cam 13M.I 
Teenage Mutant 

Turn** —■- 

Teal Dnv* 2 
Taohnoraound 399 
Tt Drive 2 CaW 
Challenge 
Test Dnve 2 Muscat 
Cat* 

Test Drive 2 
SiperCars __-J 

rhwdaraaiBBi 

Tootwi- 

Total Recal- 
TnadVol3 . 
Turbo OuBuo 
TV Sports FttMtltlB* 
Typhoon Thomp- 
Twin Work) 16.91 
UUS2 ta 9t 

UMSScenanoiBBI 
UBAS Sc*neno 28 99 
Waienoo 16 99 
WGHockey 1499 

Wr-AMOIFury 1399 
Xenon 2 Mega 
Blast 16 99.* 
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THE NATIONS TOP 
RIPHERAL SUPPLIER 



JOYSTICKS 

Quickjoy Junior 
£5.95 
Quickshot 2 Turbo 

£9.99 
Comp Pro 5000 Goal 
£9.99 
Comp Pro 5000 Extra 
£12.99 
Star Probe 
£10.99 
Quickjoy Jettighter 
£18.99 
Topstar 
£19.99 



RADICAL RAM 

1/2 MEG UPGRADE 

The best on 
the Market 

Ck £24.99 




Without clock£21 .99 



Space Ace 
Dragons L»r 2 
Dragon 
J Nicholas 

KJCfc Of 2 



MICROSMART MEGA DEALS 
All Inc. upgrade and clock 



ACCESSORIES 

DISK BOXES 

3.5 40 Cap £5.99 

80 Cap £8.99 

5.25 50 Cap £6.99 

100 Cap £9.99 

REMEMBER DUST KILLS 

1000 3.5 Disk Labels £9.99 

Disk Cleaning Kit £2.50 

Mouse Pad £3.99 

Mouse Holder £3.99 

4 Player Adaptor £7.99 

Screen Filter £9.99 

Printer Lead £9.99 

ST Turbo Blitz Lead £19.99 




MM 
56 99 
46.99 
46 99 



MICE 

NAKSHA MOUSE 
PLUS! Operation Stealth 
(Amiga & ST) 
£24.99 




Mega PC Mouse Pack 

Dr Halo Art Package 9-25 Convenor. 
Pad, Holder, Superb Quality + Value at 
C24.99 



HARDWARE 



BATTERIES. 
STEREO 
HEADPHONES 
& TETBIS 



GAMEBOY PACK 
£69.99 



16 Bit Mega Drive & 
M Mouse 
£165.00 
Sega Master System 
£74.99 




Please ring for cheap & comprehensive 
list of all console & hand held games & 
extras 



MUSIC 




Turn your 
Amiga into 
a Mega 
Sound 
Blasting 
System 
50 WATT 3 
Way Speakers Power 
Supply, cables, Headphon - 
es & full instructions 
ONLY £49.99 

Midi Interface 

£18.99 

Personal Stereo 

Rewind, Fast Forward & 

Mega Bass Switch 

ONLY £14.99 

*Call tor details on 
the new Roland 
Synth Amiga kit with 
Sampling & 
sequency 
capabilities 200* 
sound types with percussion & 
sampled sounds. 

Tiger Cub ST & AMIGA 
ONLY £94.99 



Music X 


£59.99 


Master Sound Blaster 2.. 


£39.99 


Techno Sound 


£34.99 


Sound Blaster 


£49.99 


Aeacs Sonix 


£14.99 


Drum Studio 


£4.99 


Deluxe Music Con Kit 


£54.99 


Amas - Midi - Digitiser .... 


£69.99 


Ouanei (ST & Amiga) 


£24.99 


Perlect Sound 


£39.00 


Audio Engineer 


£149.00 



Amiga A500 Screen Gems Pack 
£379 inc VAT & Next day Courier 

Screen Gems Pack includes: 

Amiga 500 51 2K keyboard with built in 1 
Meg disk drive • Free TV Modulator worth 
£24.99 allowing you to use the Amiga with a 
normal TV • Joystick, mouse mat ♦ 1 0 
blank disks, mouse + mains plug • Amiga 
basic, Amiga extra's 1 3 workbench 1 3 PLUS 
Amiga step by step tutorial • With a further 
four new releases • Shadow Beast II, Back 
to the Future II, Nightbreed and Days of 
Thunder 



AMIGA A500 CLASS OF THE 
1 990's BUSINESS + 
EDUCATIONAL RACK 
£499.00 inc VAT & next day 
courier US 

FEATURES 

Amiga AS00 TV Modulator • Midi Interface- 
Software • Kind Words II wordproc'or • 
Page Setter DTP • Super Base Personal 
Database • Maxplan 500 spreadsheet • 

Amiga Logo BBC Emulator Deluxe Paint II • 
Mouse mat 10 Blank Disks and disk wallet 



Amiga A500 Screen Gems Pack Extra 
£399 inc VAT & Next day Courier 

Screen Gems Pack includes: a\ 



Amiga 500 51 2K keyboard with built in 1 
Meg disk drive • Free TV Modulator worth 
£24.99 allowing you to use the Amiga with 
a normal TV • 10 free games PLUS 
software has a potential RRP of £200 • 
Joystick, mouse mat + 1 0 blank disks, 
mouse * mains plug • Amiga basic, Amiga 
extra's 1 3 workbench 1 3 PLUS Amiga step 
by step tutorial • With a further four new 
releases • Shadow Beast II, Back to the 
Future II, Nightbreed and Days of Thunder 



Sound & Vision Pad 

IT 4 next day courier 



i 



Amiga A500 

£399 Inc VAT 
Amiga A50O 51 2K keyboard with built in 
Megabyte Disk Drive • Free TV Modulator 
worth £24.99 allowing you to use the Ami 
with a normal TV • Deluxe Paint II Graphit 
Package • Shadow of Beast II horizonta 
scrolling games software • Back to the 
Future film action software e Nightbr 
state of the art graphical arcade action 
1 0 free games worth £200 • Free j 
mouse mat & 1 0 blank disks • Amiga Basi 
Amiga Extras 1 .3 Workbench 1 .3 PLUS the 
Amiga Step by Step Tutorial • All leads, 
manuals PLUS Mouse and Mains plug • 
PLUS Days of Thunder serious fast action 



PRINTERS 

Star LC24 200 24PIN including 
ST/Amiga £259.00 

Star LC200 24 Colour including 
ST/Amiga £21 0.00 

Star LC200 24 Colour tnbcluding 
interface lead for ST/Amiga — £2 1 9.00 

LC200 24 Cotour - The most popular 

letter quality printer on the market only 
£219.00 with all Amiga + ST leads 

Amiga Power Supply £34. 

ST Second Drive 880K 
formatted Arrti click on/off swi 
CAmiga has Daisy chain facility. £69.99 



MICROSMARTS 
NEW BRANCH 
IS NOW AT: 

UNIT 3 
CROSS KEYS 
SHOPPING MALL 
ST. NEOTS 
CAMBRIDGESHIRE 
PE19 2AU 



pink pages 



HARD SELL 

Once again, a rather truncated Hard Sell this month. Still, it should 
hopefully provide an at-a-glance comparison between computer 
and console. Still wondering what to go for in the great 'Console or 
Computer?' debate? Well, if you can afford one of each, our money's on the 
Amiga and Megadrive. But if you only go for one, get an Amiga. It's an 
excellent all-round performer that gives the best VFM. 



COMPUTERS 



ATARI STE 



Models: Atari 520STE; 10405TE; 
Mega 5Ts 

Package: 520 and 1040 have key- 
board with built-in disk drive; Mega 
versions have separate keyboard 
Keep eyes peeled for current soft- 
ware bundles. 

Memory: 520STE 512K, 1040STE 
1Mb; Mega ST 1, 2 or 4Mb AH 
machines can be expanded Internally 
to 4Mb. 

Processor: 8-MHz Motorola 68000 
Recommended Retail Price: 

S20STE £299; 1040STE £399 
Contact: Atari PR {0753) 33344 

IN BRIEF 

Hard days for the machine that 

arguably started the avalanche to 

16-bit computers. The STE boasts 

capabilities almost on par with its 

arch-rival the Amiga, but the 

Commodore machine seems to be 

the one most people want these 

days. As shame, because this is still a 

great general purpose home 

machine (or games, small business 

and productivity, and thanks to its 

MIDI port is still the number one 

choice for MIDI musicians, 
f 

GRAPHICS 

Resolution: Low-res 320 x 200; 
medium res 640 x 200; high-res 640 x 
400 

Palette: 4096 

Colours: Black and white in high- 
res; 4 colours in medium-res; 16 in 
low-res. 
TV: Yes. 

Monitor Output: RGB. 
Monitor Supplied: No. 
Monitor Options: Atari monitors 
SM124 high-res mono; SC1442 med 
res colour 
Sprites: No. 
Speed: Fast 

NB High resolution display is only 
available on monochrome monitor; 
medium and low res displays only 
available on colour monitors or TVs. 

SOUND 

Speaker Quality: Depends on mon- 
itor. 

MIDI: Yes 

Stereo Output: Yes 



Performance: Three 8 -bit PCM 
stereo sound channels. 

HARDWARE 

Disk Format: 3.5 inch - 720K 
Disk Price: Around £1.50 
Disk Performance: Fast, reliable. 
Keyboard: 96 keys including 10 
functions keys. Has a cheap feel 
which can be improved with third 
party spring kits. 

Joystick/Mouse: Two joystick ports 
are standard; two-button mouse is 
supplied with machine. 

SOFTWARE 

Existing Software Base: Excellent. 
The budget market provides a rela- 
tively cheap way of building up an 
impressive collection of software 
classics. 

Current Releases: None of the 
major software houses ignore the ST 
so it is well served with plenty of 
good software. 
Gomes: Across the board. 
Graphics: Good with some excel- 
lent software to manipulate them. 
Music Excellent. Plenty of sound 
samplers, editors and MIDI software 
make this the musician's choice. 
Prospects: Very good, but the 
Amiga is currently the favourite with 
software houses in the UK and the 
chances of a sudden boom of inter- 
est in the ST Stateside look very slim. 
Software Loading: No problems at 
all. The STE's drive is fast and friend- 
ly to the ear. Be warned that some 
companies still release games on two 
or more single-sided discs (a hang on 
from the old days when the ST had 
single-sided drives) which can mean 
unnecessary and annoying bouts of 
disc swapping. 

BUYLINES 
Best Buy Price: As RRP 
Second Hand Availability: Very 
common and quite cheap. Beware 
very old. single sided ST machines. 
Maintenance: One year's guaran- 
tee. Return to dealer rf faulty 



COMMODORE AMIGA 



Models: Amiga A500; A1 500; 
A2000; A3000 

Package: A500 has keyboard and 



built-in drive with separate PSU; 
A1500and A2000 have separate key- 
board with built-in (fan assisted) 
PSU. A3000 is a very powerful 
machine indeed. 
Memory: AS00 512K; A1500 4 
A2000 1Mb; ; A3000 2Mb. 
Processor 500/1 500/2000 7. 1 5 
MHZ Motorola 68000; A3000 16 or 
25MHz Motorola 68030, 
Recommended Retail Price: A500 
£NA; Screen Gems £399.99; Flight of 
Fantasy Pack £399.99; Class Of The 
90s pack £579.99 (all packs inc A500); 
A1500 from £999; A2000 from 
£1199(for 1Mb+20Mbhard disk); 
A3000 from f 3160(for 2Mb*40Mb 
hard disk). (All prices Inc VAT). 
Contact: Commodore (0628) 770088 

IN BRIEF 

A stunning specification with custom 
chips to rival almost everything 
around, the Amiga is the first choice 
for the most exigent of games play- 
ers and video professionals. After an 
initially shaky start the machine con- 
tinues to sell extremely well and has 
overtaken the ST in the UK, though 
the latter machine still has a slightly 
larger installed base. The A1S00 is 
near-identical spec -wise to the 
A2000. but cheaper. The A3000 is a 
top-end workstation substitute; 
includes Workbench 2, featuring 
enhanced icons, file handling, and 
security features plus Amiga Vision, a 
multi-media programming tool. 
A3000 also comes in three configura- 
tions, ranging from a 16MHz/40Mb 
hard disk to a 25MHz/100Mb disc. 

GRAPHICS 

Resolution: From 320 x 200 to 640 
* 400 (more possible in software) 
Palette: 4096 

Colours: 2, 4, 8, 16, 32, 64 or 4096 
TV: With modulator 
Monitor Output: 5CART + compos- 
ite video in monochrome. 
Monitor Supplied: No 
Monitor Options: C1084 £349.99 
Sprites: 16 in hardware + unlimited 
BOBS from soft/hardware. 
Speed: Very fast with good soft- 
ware. 

SOUND 

Speaker Quality: Depends on mon- 
itor. 

MIDI: No. Third party interfaces 
available. 

Stereo Output: 2 phono 
connectors. 

Performance: Among the best 
around. Custom hardware squeezes 
9 octaves of 8-bit digital sound into 
the four channels. 

HARDWARE 

Disk Format: 3 5lnch - 837K; A3000 
4O/l00Mbyte hard disk formatted. 
Disk Price: Around C 150. 
Disk Performance: Noisy and slug- 
gish. Third party software is available 
to Improve matters. 
Keyboard: 94 keys. 10 function 
keys and separate cursor cluster. 
Joystick/Mouse: Two-button 
mouse supplied as standard. 



Interfaces: Two Joystick/mouse; 
stereo audio; external disk drive<s); 
RS232 serial; Centronics parallel 
printer; 5CART RGB/video; composite 
monochrome video; expansion bus 
(internal on A1 500 & A2000; 32-bit 
on A3000); clock/memory expansion 
on A500 only; internal PC expansion 
on A1500, A2000 and A3000. 

SOFTWARE 

Existing Software Base: Similar to 
the ST. 

Current Releases: Everyone's doing 
them. 

Games: Something for everyone. 
Graphics: Quality and range Is 
unsurpassed. 

Music: Needs better support for 
MIDI, internal sound software is well 
supported thanks to IFF standards. 
Prospects: Excellent. 
Software Loading: Noisy but usu- 
ally reliable. Plagued by viruses. 

BUYLINES 

Best Buy Price: Old Amiga 1000s 
can be picked up cheaply enough 
but these lacked the extra graphics 
modes of later models. Try to find a 
good value pack. 
Second Hand Availability: 
Becoming common. Best buys are 
late Amiga 500s with Kickstart 1.2. 
Maintenance: One years guaran- 
tee. Return faulty machines to deal- 
ers. 



IBM PC 



Model: IBM's PC was the first PC to 
be accepted In large quantities (not 
the first PC) and remains the stan- 
dard by which all others are judged. 
There are hundreds of clones and 
variations including offerings from 
Amsirad, Atari and Commodore. In 
general, with PCs you pay for speed 
and better graphics standards. The 
extra money is worth it if you can 
afford it. 

Package: Depends on the manufac- 
turer although most are supplied 
with monitors. They can even be 
bought in kit form at no extra saving 
Memory: Usually 512K or 640K. Can 
be anything from 64K to 1Mb* 
Always go for a 640K model. 
Processor: Intel 8088/8086 m base 
machine is sometimes replaces with 
the faster NEC V20/30. More expen- 
sive machines are based on Intel's 
much faster 286, 386SX, 386 and 
even the latest 486. 
Recommended Retail Price: Can 
be picked up for as little as £299 'or 
a "no trills" machine. With top-of- 
the-range 486 based clones - and the 
official IBM versions - the sky's the 
limit. Look for a good EGA or VGA 
model for between £750 and £1200. 

IN BRIEF 

Superb value if you want the ulti- 
mate all-rounder, the PC still betrays 
its business origins. Almost every 
major software house now port their 
titles to the PC but these remain lim- 
ited by the constraints of the basic 
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(most common) machines - which 
means they tend to be limited in 
sound and graphics. Definitely NOT 
first choice if entertainment is your 
preferred use for computers, or if 
you cannot afford the better EGA or 
VGA models (which are really essen- 
tial for good games playing). 

GRAPHICS 

The first PCs weren't fitted with 
graphics as standard but most clones 
incorporate the necessary hardware 
and come with a monitor. There are 
three main standards: CGA - a nasty 
but all to common colour display, 
EGA about the lowest colour display 
worth considering, VGA - an 
Amiga/ST beating display; and 
Hercules monochrome. EGA or VGA 
which are usually only fitted as stan- 
dard to more expensive machines 
(Amstrad's PC2066 is one exception). 
Resolution: CGA 320 x 200, EGA 
640 x 350; Hercules 720 x 384; VGA 
800 x 600. 

Palette: CGA 8 (in two fixed sets); 
EGA 64; VGA 256 

Colours: CGA 4; EGA 16, VGA 64; 
Hercules 2 

Monitor Output TTL RGB/RGBI 
(CGA), analogue RGB (E/VGA) 
Monitor Options: Vast. Many 
monitors are dedicated to just one 
or two modes - some have amber, 
green or white monochrome dis- 
plays - check before buying. 
Sprites: None 

Speed: From very slow - 8088 - to 
very fast - 80486 

SOUND 

Speaker Quality: Built-in sound is 
very poor. Third-party add-on sound 
boards such Roland (£380) and Ad- 
Lib (£'50) - which is fast becoming a 
standard - provide synthesiser-quali- 
ty sound through an amplifier. 
MIDI: Third part interfaces avail- 
able. 

Stereo Output: With boards, yes. 
Performance: Not the ideal 
machine for the musically bent - an 
Atari ST offers more for MIDI, the 
Amiga more for software sound 
purists. 

HARDWARE 

Disk Format: 5.25tn -18Q/360K/ 
1.2Mb; 3.5in 720K.'i.44Mb 
Disk Price: 60p - £3.00 



ATARI LYNX 



Package: Lynx. Pay extra for periph- 
erals and inclusive California Games. 
Processor: 16-MHz 6502 
Console Memory; 64K 
Recommended Retail Price: 
£79 99 (£99.99 with peripherals; 
£129.99 with peripherals and game). 
Contact: Atari PR (071-388) 9871 

IN BRIEF 

Designed by the man behind the 



Disk Performance: Average. 
Most PC owners also buy hard disks 
A large amount of PC applications 
software refuses to work unless you 
have a hard disk. 
Keyboard: Almost as many 
v 



Amiga, the Lynx is an amazing hand- 
held. After a shaky start, the Lynx is 
doing fine and - if the rumours are 
to be believed - is starting to take 
off in the States. Its most obvious 
competitor, the Gamegear, lacks the 
Lynx's frills, but makes up for it with 
smaller unit size and TV adaptor. 

GRAPHICS 
Resolution: 160 x 102 
Palette: 4096 
Colours: 16 

TV: No 



Monitor Output: No 
Monitor Supplied: Yes - 3.5* back- 
lit colour LCD 
Monitor Options: None 
Sprites: Special graphics hardware 
effectively treats ALL screen objects 
as sprites I 
Speed: Fast 
SOUND 

Speaker Quality: Very good 
MIDI: No 

Stereo Output: Yes 
Performance: Four-channel, five 
octave stereo sound has to be heard 
to be believed. 

HARDWARE 

Joystick: Eight-way joy pad. 
Ports: Cartridge port; multi-player 
port; miniature stereo headphone 
jack. 

SOFTWARE 

Price: £30-35. 
Cartridge Memory: 8Mb 
Existing Software Base: Very 
small. 

Current Releases: California Games 
is a great 'freebie'. 
Prospects: Uncertain but several 
new titles in the pipeline. 

BUYLINES 

Best Buy Price: As RRP 

Second Hand Availability: Very 

few 

Maintenance: One year's guaran- 
tee. 

STAR RATINGS 
Graphics: ***•» 
Sound: ***** 
Expansion: * 
Overall: •*** 



NINTENDO GAMEB0Y 



Package: Main unit with Tetris 
game. 

Processor 1-MHz customised 8-bit 
Z80A. 

Console Memory: 8K 
Recommended Retail Price: 

£69.99. 

Contact: Deighton PR (071-836) 
2973 

IN BRIEF 

Nintendo were the first company to 
produce a dedicated handheld con- 
sole and now it seems everyone 
wants to get in on the act. On reflec- 
tion even the Game Boy was a long 
time coming since the technology 
employed by the display is starting 
to look dated. Not to be dismissed 
simply because of mono graphics - 
this machine has some superb titles 
and games making use of the two- 
player link-up option are tremen- 
dous fun (especially the superb free- 
bie Tetris). 
GRAPHICS 

Resolution: 20 x 18 characters. 
Colours: 4 grey shades. 
Monitor Supplied: Yes - LCD dis- 
play is lit by ambient light. 
Sprites: 40 8 « 8 pixel blocks.. 
Speed: Fast for what it is. 



SOUND 

Speaker Quality: Depends on 
headphones. 
Stereo Output: Yes 
Performance: Plays a lot better 
than it looks. 

HARDWARE 

Joystick: Built-in 8-way joypad. 

Ports: Headphone socketjdual- 

machine interface. 

SOFTWARE 

Price: £20-25. 

Cartridge Memory: 64K 

Existing Software Base: The best 

for any handheld. 

Current Releases: increasing 

Prospects: Excellent 

BUYLINES 
Best Buy Price: As RRP 
Second Hand Avail.: Some compa- 
nies (e.g. Console Quest) do 'em. 
Maintenance: One year s warranty 

STAR RATINGS 

Graphics: *** 
Sound: *#** 
Expansion: ** 
Overall: ***** 



NINTENDO SUPER 
FAMICOM 



Package: Console unit, controller 
unit and Super Mario World. 
Processor 3.58 MHz 65C816, 
Console Memory: Not known 
Recommended Retail Price: N/A 
(Japan price = £100) 
Contact: Local dealers 

IN BRIEF 

With the weight of all-powerful 
Nintendo behind it, the famicom 
can hardly fail. Although not hugely 
superior to the Sega Megadrive 
technically, it's the games that 
impress - notably the bundled Mario 
World (which will no doubt help 
sales no end) and F-Zero. That said, 
there are some real duffers amongst 
the gems (Big Run, anyone?), but it's 
still early days yet. The Super 
Famkom's enormous games poten- 
tial has barely been scratched. 

GRAPHICS 
Resolution: 512x512.. 
Palette: 32,768 
Colours: 256 

TV: Yes 

Monitor Output: Yes 
Monitor Supplied: No 
Monitor Options: RGB, SCART 
Sprites: 128. 
Speed: Remarkable 
SOUND 

Speaker Quality: Depends on 

TV/monitor 

MIDI: No 

Stereo Output: Yes 
Performance: 8 Channel custom 16- 
bit PCM/digital. 

HARDWARE 

Joystick: Supplied. 



CONSOLES 
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Ports: One big expansion port. 

SOFTWARE 

Price: £40- SO. 

Cartridge Memory: 16 Mb 
Existing Software Base: Small. 
Current Releases: Lots, and plenty 
more planned. 

Prospects: How can it fail? Back 
orders were in the millions before it 
was launched. 

BUYLINES 

Best Buy Price: Grey import. 
Second Hand Availability: None as 
yet 

Maintenance: Take care- grey 
imports are rarely under warranty. 

STAR RATINGS 
Graphics: #***• 
Sound: ***** 
E*pansion: **** ' 
Overall: ***** 



SEGA GAMEGEAR 



Package: Gamegea' unit. 
Processor: 3 58 MHz Z80A 
Console Memory: 8K RAM/1 6K 
Video RAM 

Recommended Retail Price: 

£99.99 

Contact: Sega (071-727) 8070 
IN BRIEF 

Opinion used to be that the 
Gamegear was going to be the 
handsdown winner in the battle of 



the colour handhelds. But times - 
and. more importantly, prices ■ have 
changed. The Lynx, a technically 
superior machine with some fine 
games available for it. has had its 
price slashed and - if US sources are 
correct - is enjoying a sudden 
upswing in support from American 
consumers. In the Gamegear's favour 
are the clout of mighty Sega and the 
potential to turn the unit into a 
portable TV via a cheap adaptor 
(around £50 is current estimate). But 
at the moment, it's anybody's game. 

GRAPHICS 

Resolution: 160 x 146 
Palette: 4096 
Colours: 16 

TV: No. 

Monitor Output: No. 
Monitor Supplied: Yes - 3.2* back- 
lit colour LCD. 
Monitor Options: None. 
Sprites: Not known. 
Speed: Okay. 
SOUND 

Speaker Quality: Good, 
MIDI: No 

Stereo Output: Yes 
Performance: Three-channel PSG 
sound channels ♦ noise channel. 

HARDWARE 

Joystick: Eight-way |oypad. 
Ports: Cartridge port: multi-player 
port; miniature stereo headphone 
jack; TV tuner port. 
SOFTWARE 



SOFT EXCHANGE 



OFFERS YOU THE BEST IN QUALITY. SERVICE AND 
PRICES. WE WILL BEAT ANY ADVERTISED PRICE 
IN THIS MAGAZINE. ALL OUR DISKETTES ARE OF 
HIGH QUALITY JAPANESE MEDIA 



Probably ihc best unbranded disks available in the UK 
3V DS/DD 100% certified error free 
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- XI 2-49 W0 194.99 

40 .._ — X HA9 400 CI 23.99 

50- _„.IIMW 

100-,.,— .X3S.W 1000 £2X9.99 



Sony bulk 100 disks 

£38.99 -SE- 



III lh%i» * Wl Cap Bo* 

IB Dk*» • W Cap Boft 
90 Data ■ wi C*p Bm 
40Diik«.8nC B pBo» 



SPECIAL OFFERS 

.„....„ .£9W 10 1 )i -k -. * M Cap Box H i .99 

U— •tl*- g 9 tOODi*k*. 1(10 Cap Bo* X>9.99 

SB Uukt • 2 i 100 Cap Bait* X67.99 



XI 7.99 

£20.99 



ACCESSORIES 



40 cap 1-iKkahlr Bo* , . £5.99 

m cap Uxkahlr Bo* Xb.99 

1 00 op Lotkahk Bo» £7.99 

MoaW kfcl —,£2.99 

Did Uftte* 50- ....J I -Ml 

Dufc UbcL )00.__™___ , £230 

Dni UMca wo... i„,.i''W 

UnrvervU MeW SlamJ , £* 99 

UnivcnaJ Ptinid Suinil nM pa pet iray ... .110.99 
Grip Cbp cop) htilder £6.99 



£2.99 

£999 



Ditk Mead Cleaner SVr 

Sewn Filler 1 2" mono- - 

Screen Filter 1 2" colour _ £1 1 99 

Screen Filler 14" memo.....—- £10.99 

Screen Filler 14' rfcohwr £13.99 

[)um Covet Amiga/Alan (keyboard) £4.49 

Dm) Cater 12" man tit* __„£4.4 1 * 

DuuCmer 14 ' nvmilw ..... .... . . .. . £5 9" 

l.ugitcch 2 bunco mou*e , £? f>.99 

Mou*e _. 



Price: Around 120-25 
Cartridge Memory: Not known. 
Existing Software Base: Small. 
Current Releases: Few as yet but 

lots In the pipeline. 
Prospects: Very good. 

BUYLINES 

Best Buy Price: As RRP 

Second Hand Availability: None as 

yet. 

Maintenance: One year's guarantee 

STAR RATINGS 
Graphics: »#** 
Sound: **** 
Expansion: 
Overall: 



SEGA MEGADRIVE 



Package: Console unit controller, 
and Mickey Mouse or Moonwatker 
game. 

Processor 8-MHz 68000 * Z80B 
Console Memory: 74K main, 64K 
video. 

Recommended Retail Price: 

£149.99. 

Contact: Virgin Mastertronic (071- 
727) 8070 

IN BRIEF 

Excellent example of the new 16-bit 
console technologies. The first 
decent 16-bit console to receive otfi 
cial support in the UK. 



, , tSUM 



All prices include VAT. post and packing in U.K. Overseas orders please wriie 
or telephone. To order please send a cheque/P.O. made payable lo 
SOFT EXCHANGE, 101 CLIFTON ROAD, SOUTH 
NORWOOD. LONDON SE25 6Q.A. TEL 081 653 9094 (24 hours 

order line) 

Access/Visa accepted. All above offers close 31,09.91 govern, 
and cducaiinnal orders quoted 
at very competitive prices 



HP 



GRAPHICS 

Resolution: j20x224 
Palette: 512 
Colours: 64 
IV: Yes 
Monitor: No 
Sprites: 80 
Speed: Very fast 
SOUND 

Speaker Quality: N/A 
MIDI: No 

Stereo Output: Yes 
Performance: 12 channel stereo 
sound is produced by a custom FM 
chip and sounds fantastic. 

HARDWARE 

Joystick: Dedicated controller sup- 
plied. 

SOFTWARE 

Price: £30-50 (typically OS). 
Cartridge Memory: Not known. 
Existing Software Base: Good 
Current Releases: Lots. 
Prospects: Very good. 

BUYLINES 
Best Buy Price: As RRP 
Second Hand Avail.: Some compa- 
nies (e.g. Console Quest) do 'em. 
Maintenance; One yea' on UK 
machines. 

STAR RATINGS 
Graphics: • • •* 
Sound: ■*»#•* 
Expansion: *** 
Overall: ••**• 




IFQhd© 
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COSMIC 
fOBflE 



Might 

and 

Magic HI 

Isles of Terra 



available on 
IBM Be Am iga for I8M PC coming, for flmlQ o 

HARPOON Battlesets 

#2 "North Atlantic Convoys" IBM + Amiga 
#3 "The MED Conflict" IBM 
Harpoon Scenario editor IBM + Amiga 

Flight Simulations - Sports Simulations 
Strategy - Role Playing - Wargames 
Adventures - Scl-Fi Adventures 
for IBM and COMPATIBLES - AMIGA - ATARI ST 
we IM PORT the LATEST U.S.A. RELE, 

VISIT our SHOP in Hampton Hill 
or send £2.50 for our Extensive CATALOGUE. 

Mall Order and Overseas Inquiries welcome 
Phone 081 977 8088 Fax 081 977 4822 

28 D&E The Courtyard. High Street. Hampton Hi. Mtddx. TW12 




C 0 



P A N Y 
I T E D 



Priority House, Charles Ave. 
Maltings Park, Burgess Hill. 
West Sussex RH15 9PG 



Office Telephone: 
0444 245935 



NB. Release dales for some items may well be 
t'haneed b\ publication date* we apologise in 
advance! All prices are subject tu change 
without notice. All products are offered subject 
to availability, European buyers deduct VAT 
(a 17.5% but must add £4.00 to cover p&p. 
Otherscall for price. E. A O.E. 



CD ROMS 



Toolworks US Arloi £59.99 

Toolworks Games Pack 1 £69.99 

Toolworks Gomes Pack 2 £89.99 

Toolworks World Atlas V2 .0 £84.99 

Toolworks Alios Pock £89.99 

Mammals £99.99 

Toolworks Reference Library £99.99 

Timetable of History £99.99 

US History £325.00 

Illustrated Encyclopaedia ...£325.00 
The Bible Library £469.00 



'WYSIWYP' 

What you sec is what you pa\ ! Nit hidden extras. 
No membership. No V.A.T.or delivery tnndd. 



PC Titles 

4D Sports Boxing £20.99 

4D Sports Driving £20.99 

ATP £28.99 

Balance of Power 1 990 £ 1 9.99 

Blue Angels £15.99 

Blue Max £24.99 

Cormen Sondiego 

■ Wiere in the World £24.99 

• Where in Time £24.99 

- Where in the USA £24.99 

■ Where in Europe £24.99 

Castles £26.99 

Chuck Yeager'sAirCombat £24.99 

Das Boot £21,99 

Dinosaur Discovery (3-8yrs) £27.99 

Elite* £22.99 

Eye of the Beholder £2 1 .99 

F-l 6 Combat Pilot £27.99 

F19 £22.99 

Flight of the Intruder £29.99 

Flight Simulator A £34.99 

Fool's Errand £24.99 

Globol Dilemma (Guns or Butter} £21 .99 

Hordboll II £21.99 

Hunt for Red October ^ £2 1 .99 

Jock Nicklaus Greatest Golf £ 1 6.99 

• ChampCoursesof'89 £9.99 

• Golf Vocation £9.99 

Jack Nicklaus Unlimited Golf £29.99 

Jetfighler2 £29.99 

John Madden (US) Football „£19.99 

Keys to Ma ram on £24.99 

Kickoff2 £17.99 

Kings Quest V £29.99 

Knights of Legend £21.99 

Lakers vs Celtics (Basketball) £24.99 

Lemmings £23.99 

l-Suited Lorry 1 £19.99 

L-Suited Lorry 2 £25.99 

i-Suited Lorry 3 £29.99 

Triple Pack 1,2 A3 £39.99 

Life & Death £17.99 

Life & Death II £21.99 



New 



********** 



PC Titles 

links ................. 

• Firestone _ _ 

■ Bountiful 

• Boy Hill 

Special Offer Links 

+ Three Courses .,..„ 

Ml Tank Platoon 

Mario Andretti's Racing 

Martian Dreams 

Mega Fortress _ 

MIG29 

Monopoly (US Version) 

Moon base _~ .„...,.....- 

PGA Tour Golf 

Pipe Dream (Pipemanio) 

Savage Empire 

Secret of Monkey Island 

Silent Service 

Simctty ..,,.„,.,. 

Sim Earth 

Space Quest IV 

Supremacy 

Test Drive II 

■ Scenery Discs 

■ Muscle Cars 

• California Challenge.. 

• Super Cars........™....™ 

Test Drive III 

Their Finest Hour. 

The Magic Candle 

Trocon II 

Ultima IV 

Ultima V 







«»«■ ************** 



Ultima VI „ 

(Clue books available - call usl) 

UMS II _ _ m 

Wing Commander 

■ Secret Mission 1 

• Secret Mission 2 

Special Offer: Wing Commander 

+ SM1 *SM2 

Wing Commander II ... 
Wonderland 



&Deathll £21.99 Wonderland _£24 

► If you don't see what you want - call us < 



£27.99 
.£12.99 
£12.99 
£12.99 

£61.99 
£27.99 
£22.99 
£24.99 
£24.99 
£27.99 
£24.99 
£29.99 
£21.99 
£21.99 
£23.99 
£22.99 
£25.99 
£19.99 
£27.99 
£27.99 
£24.99 
£19.99 



£9.99 
£9.99 
£9.99 
£24.99 
£21.99 
£22.99 
£27.99 
£19.99 
£19.99 
£22.99 

£27.99 
£24.99 
£10.99 
£10.99 

£44.99 
£29.99 
£24.99 




PERIPHERALS 



MoxxYoke 

Moxx Pedals -,™.. 
Kraft Systems Inc 

Joystick KCI30 ... 

Thunderstick 

Trackball 

Toptrak 



■MHtHHil 



************** 



***************** 



*********** 



£69.99 

£34.99 

£34.99 
£39.99 
£79.99 
£79.99 



Toptrak PS/2 Version with Footpedal £89.99 

Programmable Games Card (4.77-25MhZ) £34.99 

Prog. Games Card MCA Version (4.77-35MmZ) £64.99 

Ad-Lib Music Card « £84.99 

Ad-Lib Gold Card (Expected September) _ ECALL 

SoundBlaster VI .6 C/MS._ _ „..£1 49.99 

SoundblosterV1.6MCA Version £229.99 

RoJondlAPC-1 ECALL 

Dexxo Mouse DLX _ £29.99 

CD-Rom Drives" Philips CM50 Complete £399.00 

Hitachi CDR-1700S £599.00 

All reyttgred rrodemorfcs acknowledged as the properly of their owners. 




Order direct to: Viz trade Co. Ltd., Priority 
House, Maltings Park, Burgess Hill, West 
Sussex, RH159PQ 

Please send me the products listed below. 

I am paying for them by cheque Q Access Q Visa Q 



71 



Card No. | 

Expiry dote I 



Signed. 



Products required: 



Name: 

Itn * Dpcvnl on ir*df laid) 

Address: 



Postcode: 



IcanuseHDdlsks- Tet.No 

Select your disk size: 5.25H 3.50D 



Call for full details and availability on Amiga, Mac, ST and C64D 



gp RING TELESALES ON (0444) 239999 or FAX (0444) 248996 



pink pages 



SHOP WATCH 



I see that Domark have hijacked 
this year's buzz word 'virtual' and 
cobbled it onto their new compila- 
tion of Incentive Freescape games 
'Virtual Worlds'; I'm surprised that 
they didn't rename 3D Construction 
Set as 'Reality Development Tool' or 
something while they were at it 
Mind you, I'm not knocking it - it 's a 
very impressive package and is one 
of the few 'big' titles to be released- 
during this long hot summer As 
such, I hope it does very well. 

There are many retailers currently 
facing something of a dilemma 
regarding software. There have been 
very few 'biggies' released this sum- 
mer and so sales at retail level are 
somewhat depressed as hardware is 
almost as difficult to shift as the 
proverbial chewing gum on the 
irousers. The dilemma is whether or 
not to stock imported console soft- 
ware. America and Japan are some 
months ahead of this country 
regarding new releases and so there 
is a fairly buoyant demand (facilitat- 
ed by so many of the monthly maga- 
zines reviewing imported software) 
for these 'unofficial' titles. Up until 
now, individual retailers have decid- 
ed themselves whether or not to 
slock these titles but a new sinister 



Software seller 
Dirk Longhorn 
trembles at the 
approach of secret 
Nintendo agents, 

and wonders 
where all the wire- 
heads have gone... 

card has recently come into play: 
Nintendo are visiting retailers and 
examining their stocks, if they see 
imports they are dropping very 
unsubtle hints that the retailer's sup- 
ply of 'official' software is being put 
into jeopardy by his continuing to 
stock these 'grey' imports. 

At this time of year that would 
probably be neither here nor there, 
but we all have to have an eye on 
Christmas and the prospect of 
December without an official supply 
is worrying. So what should retailers 
do? Stop stocking these titles and 
turn customers away to rivals or 
mail-order merchants? Or brave it 
out and say 'bugger off, you bullies, 
you can't intimidate me'? I wish I 



knew - perhaps the solution is to 
have an 'under-the-counter' sup- 

ply.- 

'Have you got any more Game Boy 
titles other than the ones on your 
shelf?' 

'How do you mean, sir?' 
'Well, Boris sent me...' 
'Right you are sir, know what you 
mean, step this way.-' 

WHERE HAVE ALL THE TECHIES 
GONE? 

Six years ago, the typical customer 
who came into our shop would want 
one of the following: 

a) an improbable lead to connect an 
eaotk printer (which we had never 
heard of) to a computer; 

b) to see a selection of esoteric pro- 
gramming books; 

c) utilities; 

d) help with the current program 
they were writing (many an hour I've 
sat with a budding programmer 
helping to sort out his variables); 

e) to see the latest games that had 
been released; 

f) to find out why their Commodore 
64 games load on their friend's com- 
puter but not on theirs... 

Nowadays the (e) group have, like 
so many grey squirrels, virtually 



swamped the others and the role of 
the computer shop m society is 
changing rapidly. Whereas it used to 
be the local meeting place for all the 
wire-heads, it is now much like a 
record shop with programming 
teams' latest masterpieces having as 
much Impact (and, unfortunately, 
much the same shelf-life) as the cur- 
rent hit parade favourites. 

But. one of the great unanswered 
- unasked even - questions of our 
time is 'Where have all the wire- 
heads gone?'. What happened to all 
the people I used to DIMension 
arrays for? The ones who had trou- 
ble with their floating points? 

Have they all gone on to become 
ace programmers, or have they 
'grown up' and lost interest? Who 
knows? 

Finally, Dixons are very firmly 
embracing the new generation of 
consoles, aren't they? Their new cat- 
alogue has the first four/five pages 
devoted just to consoles and their 
computers (indeed the cover of the 
'mag' shows four players crowded 
around a Nintendo having a four 
player game of. ...Super Mario 
Brothers! Oh well, who can compete 
against that? 

• Dirk Longhorn 



BACK ISSUES 



ACE 




ack issues are available 
for all issues from ACE 
4 inclusive (except ACE 
11) at the giveaway 
price of £2. SO each In 
the UK and £3.S0 each 
for overseas. These 
prices include post and 
packaging (surface 
mail). Overseas read- 
ers wanting airmail 
delivery should 
enquire as to the cost 
at the address below, 
listing the issues required. 

To order, clearly list the required issue numbers 
and send them, along with your full name and 
address and a cheque or postal order for the full 
payment made payable to ACE magazine, to: ACE 
Back Issues. PO Box 500, Leicester LE99 6AA. 

• ASAT (AVIONICS SITUATIONAL AWARENESS 
TRAINER), combat flight simulator for the US Air 
Force by Perceptronics. Uses Falcon software by 
Spectrum Holobyte/Mlrrorsoft. Features include: 
networking for multi-player action, tactile feed- 
back and fingertip weapon selection. [ACE14] 

• BATMAN DIGITAL JUSTICE is the world's first 
interactive hypercomtc by Pope Moreno. "Digital 
is the art medium of the future." [ACE30] 

• BATTLETECH. "the world's first complete com- 



Here's a checklist of top- 
ics covered in some of our 
older issues - for a com- 
plete list of available 
issues, telephone 0858 
410510 for more 
information... 

puter simulation for play", featuring multi-player 
cockpits equipped with 40Mhz 16 million colour 
graphics processors, stereo spatial sound and life- 
like controls as you command 3tst century Mechs. 
[ACE28] 

• CD-I (Compact Disc Interactive) is destined to 
become the entertainment and education medi- 
um of the 90Y [ACE9/2I/22/24/32/33/351. Check 
out Issue 30 for multi-media principles (hyperme- 
dia In particular) and issue 24 for a preview of the 
Philips CD-I system. 

• CDTV, Commodore's attempt to bring multi- 
media to the mass-market. An Amiga with built-in 
CD-ROM drive and CD-audio capability, 
redesigned to look like a VCR. [ACE34] 

• COSMIC OSMO, the world's first hypergame - 
courtesy of Cyan Software/Activision. Check out 
issue 23 for the first review, issue 24 tor a feature 
on hypergames, and issue 30 for general hyper- 



mdla coverage. New Osmo CD-ROM version fea- 
tured in issue 36 

■ FLARE TECHNOLOGY, trio of talented 
Cambridge-based games hardware engineers. 
Their custom-designed Flare One micro formed 
the basis of the Konii console. (ACE1 1 ] 

• FUJITSU FM TOWNS, a 32-bit 16 million colour 
computer with built-in CD-ROM drive. If you 
bought ACE 31 you could have won one! [ACE27] 

• HYPERGAMES like Cosmic Osmo and Batman 
Digital Justice are paving the way for CD-I enter- 
tainment. [ACE24/30J 

• INTERACTIVE VIDEO TAPE, an alternative to 
CD-I. [ACE26] 

- KONIX CONSOLE, a powerful British console 
with revolutionary built-in joystick controller 
which could change into a steering wheel, motor- 
bike handle or aeroplane yoke. Ultimately failed 
due to a lack of marketing money. Rumours sug- 
gest a new buyer Is interested. (ACE18/2SI 

• LIGHTS PEED SPRITES, three researchers from 
Carnegie Mellon University, USA have developed 
an algorithm enabling them to generate graphical 
simulations of objects seen travelling at 99% of 
the speed of light [ACE34J 

• MEDIA LAB. Boston-based research institute 
with one simple brief - invent the future. People 
at this Massachusetts Institute of Technology (MIT) 
facility are working on computer generated holo- 
grams. Interactive computer newspapers and vir- 
tual reality man-machine interfaces. |ACE9) 

• NEO-GEO. the arcade-based games console 
from SNK in Japan, with storage capacity for 
64Mb games cartridges and IC card capability. 
[ACE32/34] 

• RENDERMAN. the unique 3D graphics system 
by Pixar which creates polygons with photorealis- 
tic detail. IACE3SI 



100 ADVANCED COMHJIIH f NtlflTAINMENT 




Eagle 

Software 



118a Palmers Road 
New Southgate 
LONDON N111SL 
Tel: 081-361 2733 

(10m -6pm 6 days -6 lines) 



BUDGET 

3D Pod £798 

39hxgae ££ 99 

Aftertuner £698 

Artarodll £698 

BatwCflcMCruMdaY £698 

Ca**maGemei £698 

CarnerCorrrr*nd - 



TITLES UNDER £10 

£798 NortilSocuti 

CMRi* 

OperafctnWOI 



CMMMSqjm 

Colorado 

CoWmOwm *798 

CorttMnWOoa 

Out Cm 

DetandwottwCrwn 

Del of He Ear* £698 

De»u» S*p Poker 

CourJe Dragon 

Cregcrttaraa 1698 

Far** Wo*) Dm, 1498 

GeurthMH ££.98 

Hart DMrV 16.98 

hong Kong Photy £698 

IK. £698 

LW *M II £698 

Laftf R*C RaPy £698 

Mttvel Jedaon MoortaMMr £698 



£698 
£698 
£698 
£898 

£698 Ramboll 

£698 

£7.99 



£699 £698 

£699 £698 

£6.98 £698 

£898 £899 

. K/A 1798 

£699 £698 

£698 £699 



£698 £698 



£698 £698 



£698 



£698 
£6.98 
£6 98 
£6 98 
£699 



RcOWRarge 

B-Typt 

ftjrtlheGeurrlel 

S*y ChflM _ 

Speedbefl 

Super Hang On 

SMWOMl 

TCOO»V 

TV Sw» Foatal . 

V*gUn» _„ _._ 

WaMrtoo 

NhM 

WCLaederooart 

ttwH 

Zortl 



£898 £8 98 



£698 
£699 
£898 £899 



1698 
£898 
£699 £699 
£698 £699 



£698 
£898 



£898 ES99 



TOP TITLES 

1 UtgOM 

i n*3os«* 

NrfUag Upo/ade - OooV 

3D Co*t\jcaon ft 

30UaHr(kff 

4C Spcr» Bonnrj 

was**** 

AlOTma K*ar 



A.O.S. 



Atai Slotm 

MffaWM* 

Anting Scdan-eeri 
ATO3D 



ATF« 

AtorreRotolGd 

BaO tot* Mi* I 
BMBflQddv Age . 

oartfiTNel 

■AT. 

I 



■He* 1942 



ewMu 

Barter Bob 



sn 

BjJRcoan. 
ClM 



Clearer tie pay c* 

CkM 

Car* Up 

CatcaGURafy 

CtnUtn 

O—SrtoB** ._. 
Ctoqponoff»R*.. 
ChmNQ 



n 

N/A £19.98 
£1698 £1698 

N/A £2990 
12999 £3698 
£2398 £2398 
£1698 £1698 
£1699 £16 98 
£2198 £21.98 

NM £1698 
£1998 £19.98 
1169* £15.99 
£1698 £1699 
£1699 £1598 
11698 £15 99 

WA £2398 
N/A 11898 
HA £3699 
11598 £1598 
£1698 £1698 
£1698 £1698 
11698 £1598 
£1698 £1699 
121 98 £21 99 
11698 11698 
11698 £1698 
E2298 12299 
£1698 £1699 
£1498 £1498 
11698 11699 
£1998 £1998 
£1998 £19.98 
11498 114.98 
11998 11998 
£1698 11698 
11698 11698 
11698 11698 
11998 £1999 

WA £H98 
11698 £1699 
11098 £1099 
11598 £1599 
11598 £1599 
1159811598 
£1699 £1698 
£1698 11698 
11698 11698 
11498 11498 



TOf TITLES 
CtaMHQH 

O^Credangt 

Crwd.Ro* 

CfuSYttgnAFT 

CooaNenteWMaSfaM 

own 

ono 



CnmeWe* 

CwewloraCarpae 
OyWMafArtaw 
CytMConM 



Da BOO 

Da* <* Thm* 
DeaftTrap 



Dragon w« 3 

Ofi*n~0*j»m 

Duck Tata QuM 

ELF J5H 

E**ra Ma*eee of De* .... 

E»e 

faro Sbcenvague A 

Ey«rft»B«fW(Xf 

F15Srt«Eag*i 

F16CerrW«Plal 

F1t7A 

FlSSlaafr Rgtrtar 

F29R«UMIor 

File of Aaento 

FtM d Alents lArcede) 

Feudal Lor* 

FMCanM 



FtgNottMiWuder 

ForePle* 

RrtwBaaebel 

Qwtai 

Gengtat Khan 

Q *yfc*g 

Go* 

GoUenAal 

GoUenSM 

Grind IM« 

ax^pJOM 



IT 

11498 £1498 
11698 H698 
£1698 £1698 
11698 11698 
£2399 £2398 
12098 £2099 
£19 98 £1998 
£1098 11099 
1169011699 
£169811699 
11698 £1698 
11698 £1698 
11698 £1698 
£2198 £2198 
£1598 £1699 
£16.98 £1698 
£1998 £1999 
£1698 £1698 
£1699 £1698 
£1698 £1598 
£1698 £1699 
11598 £1598 
£2199 12198 
£1498 11499 
11498 11498 
£1998 11999 
£2398 £2398 
£1699 £1698 
£2198 12198 
£1998 11998 
£1498 £1499 
£1698 £1698 
£1698 £1699 
£169811191 
11698 11698 
£998 £999 
£1698 11698 
11698 11698 
£1698 11698 
11698 11698 
121 99 £21 98 
£1898 11698 
1169811598 
11698 £1699 
£1698 £1699 
£2398 £2398 
£2198 £2198 



TOf TITLES 

Mart OmM II - 

Harpoon (1 Hag) 

Haw* 

HerolCWMfl Mag).. 
HaroS Queel (GranerU 

ittSVMtBhm 

HyOWiHea* 



ST AMGA 



twetrtaN 

ynpervm 

hrjarepota 500 

MarptpKr 

iwlort 



11698 
£1998 
11999 
£21.99 
£1698 
£1698 
£1598 
£2099 
£16.98 
£15.98 



Jafwo» aw* Souaar. 

JudgeCredd 

Ke*OffH<1 Mag) 

Kick CM 11(6 Mag) 

ft* Off Wmrg Taota 

MangCfcM) 

ftang Garna Stow 

KmgsQuealV 

KngrioftieSkY 

lUtMnaHH 

LeawreSulLern/ll 



126.98 
11598 
1 1 9.98 
11499 
11698 
11898 
11598 
HA 
£9 98 
£1599 
£1698 
£2698 
£2399 
11698 



Una of Fre 

L* I Deal) 

loocal 

Loom .-- 

Loaf PaW 

lowEurt 

M1 Tar» RBoon 

Mad Professor Mmart, 
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•16.99 
£2098 
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£1999 
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11598 
119.98 
115.98 
£1998 
£1599 
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£1999 
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11699 
£1698 
11598 
£2098 
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£1598 
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£2698 
£1598 
£1998 
£1498 
£1699 
11698 
11598 
11398 
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11699 
11698 
£26.98 
£2399 
£1699 
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11598 
11698 
£2098 
H698 
£1998 
114 99 
11698 
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£1598 
11999 
£1699 
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ST AMIGA 

11598 115.98 
£1598 £1598 
£1698 £1699 
£1598 £1598 
£1598 £1599 
£21.98 12198 
11498 11498 
114.98 11498 
£1698 £1698 
£1698 H698 
£1498 £1499 
£15.98 £1598 
£219812198 
£1898 £1698 
£1499 £1498 
£1498 £U98 
£1699 £1698 
£1698 11698 
£1498 £1498 
£2198 12198 
£1898 11899 

11599 11599 
£1699 £1698 
£1698 11699 
£3099 *309* 
£1699 £1598 
11698 £15 99 
£1498 £1499 
£2490 12498 
£1498 11498 
12099 £2099 
£2098 12098 
£2399 £2398 
114.98 £1498 
£1698 £1698 
£1398 £1398 
£1499 £1499 
£14.99 £1498 
£1599 £1599 
£1698 £1698 
£19.98 £1898 
£1698 £1699 
11698 11999 
11498 £1498 
£2399 £2399 
£1698 11699 
11598 £1598 
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£1699 11699 
11699 11599 
£1598 1159* 

11698 11699 
11598 £1599 
£2099 £209* 
£1*99 £1999 
£159911599 
£159811599 
£159911598 
£1999 £1998 
£1499 £1498 
£1599 £1599 
11998 11998 

11699 11699 
£1698 £1698 
11499 11498 
11598 11598 
1149811498 
11699 116.98 
11699 H599 
11699 11699 
11*9* £1998 
£2399 £2398 
11598 11599 
11699 1169* 
1159911599 
11698 1169* 
11498 11498 
£1598 11599 
£1998 £1999 

11498 11499 
11998 11999 

11499 11499 
11998 11999 
1199811998 
1159911599 
11698 £1699 
£1699 11699 





POVrEBUf 


«meea*Re 


«a> BWd, I Out. Oaae HQ lutTvan 


ALLHW 


GAMES FOR CUT I17J9 



EDITION ONE 
Da** Oraoo- Iwxr. Gar-n *r>g Stfc^rm 
ALL FOUR GAME! FOR ONLY H6J* 



HEROES 

bartan t Rumr* Man. 8 a- Wan M Icance W U 
ALL FOUR GAMES FOR ONLY 111.98 



6*3 BOX 



. lamli aaaaia 



ALL TEN GAMES FOR ONLY IIU* 



IfMR 

n 1 1¥ Spom Hnaai. Bo**** w* unbam NaM 
ALL FOUR GAMES FOR ONLY 1149* 



Rat Ot. »*• F^w h»«ar. IM Ou« 
MSuecarRaa* 
AU FTW GAMES FOR ONLY 11TJI 



FIST OF FURY 
DcWM CW 9>r«. Nn* mncn. OaJM Ongor I 
ALL FOUR GAMES FOR ONLY £16.98 



WHEELS OF FIRE 
HarO De«"'. Oaaa HQ hn-rr** ana lim Oew 
ALL FOUR GAMES FOR ONLY 1 1 599 



FULL BLAST 
fruaoaB, f*r» DanaarM. Man^ay haw ?. 
nr. Cam* Coma* a-a Farv FomWa Cna 
ALL SIX GAMES FOR ONLY 11798 



ALL FOUR 



CkMiMChMtteBN 
haMFeaM Urti ol ra Rang &n !• Saara 



AMGAONLY 122.99 



HOLLYWOOO COLLECTION 
RoboCop .Ghoaltusan 2, ittana Jonea. Beriwire] 
Moxe 

fOR ONLY 117.99 



. FIVE GAMES FOR ONLY 11891 



Har*0*«v API. Ir»« lot* 
anaOraaxSpm 
ALL FIVE GAMES FOR ONLY 115.99 




Please make cheques and P.O.'s payable 10 Eagle Sothnn . p+p is included in the UK. Orders under Name* 
KoBfl9ea«5toP&Ppefriam. Europe: ptease add £3 per ftem. Elsewrwe add £4.00 per item, rlffie ... ' " 
We you want is not listed please phone for prices. Afldress: 



Computer 
Title 



Date 
Prka 
Price 
Price 
Price 
Total 



Postcode: 
Card No: . 
Exp Date _ 



Tel: 



MaH Ord_er_qnly_ _ _acc«ssQ _yisaQ _ o>equeXl_ ™1Q 



ARCADE GAMER 

Trading World Shopping Centre 
131 Broadway, Bexleyheath Kent DA6 7HE 

* SHOP : Tel 081-298-0226 
Open Mon - Sat 9.30-5.30pm 



S 
M 

G 



OFTWRRE 

If you're an Amiga or ST owner 
you can't afford to miss this! 
Just look at these prices! 



Amiga ST 



GODS 
B.T.T.F. HI 
BRAT 

JAMES POND 
ELVIRA 
NARC 
NAM 

TURRICAN II 
TOTAL RECALL 
ROBOCOP II 
LEMMINGS 
BILLY THE KID 
FLAMES OF 
FREEDOM 



16.99 
16.99 
16.99 
16.99 
20.99 
16.99 
20.99 
16.99 
16.99 
16.99 
16.99 
16.99 



16.99 
16.99 
16.99 
16.99 
20.99 
16.99 
20.99 
16.99 
16.99 
16.99 
16.99 
16.99 



20.99 20.99 



Amiga ST 

MEGATRAVELLER 20.99 20.99 

PRINCE OF PERSIA 16.99 16.99 

SWIV 16.99 16.99 

F-15 STRIKE EAGLE 20.99 20.99 

SWITCHBLADE II 16.99 16.99 
HEROQUEST 16.99 16.99 

STORMBALL 16.99 16.99 

ARMOUR-GEDDON 16.99 16.99 

CHUCK ROCK 16.99 16.99 

SPEEDBALL II 16.99 16.99 

SECRET OF 

MONKEY ISLAND 16.99 16.99 

GAUNTLET III 16.99 16.99 

MIG-29 22.99 22.99 



We have a full catalogue 



NB. This lisi is jusi a small selection, 
available. 

Please send your order together with a cheque or postal order 
(including £1.00 p&p if ordering less than 2 items) to the following 
address: 



SMG Software, Red Court, 
66 Mill Lane, Heme, Kent, CT6 7DP. 

Tel. (0227) 374761 Fax. (0227) 740487 



VIDEO GAME SPECIALIST 

In store demonstrations 
"YOU'VE PLAYED THE TOYS 
NOW PLAY THE REAL THING' 




Home Arcade Machine 
Runs Arcade Games (PCB's) 

Only C307 includes delivery. 
PCB's from £50.00. We buy and sell PCB's. 
We obtain almost any PCB to order. 
Selection ol PCB's in stock: 

Exzisus (Taito) £95.00 

Mustang (UPL) £295.00 

P-47 (Jaleco) £195.00 

R-Type (Irem) £150.00 

Robo Cop (Data East) £125.00 

Saint Dragon (Jaleco) £195.00 

Salamander (Konami) £185.00 

Stde Arms (Capcom) £95.00 

Thundercross (Konami) £255.00 

Turtles (Konami) £300.00 

Vulcan Venture (Konami) £195 00 



We also stock : 

■SEGA 16 BIT MEGA DRIVE * 

"SEGA MASTER SYSTEM* 

"SEGA GAME GEAR" 

'NINTENDO SUPER FAMICOM" 

■NINTENDO ENTERTAINMENT SYSTEM' 

Plus games and accessories lor above machines 

Mail Order welcome : fasl delivery 
Personal callers : even faster delivery 



•NINTENDO GAME BOY] 
•PC ENGINE"! 
'PC ENGINE CD RC*H 
•ATARI LYNX! 
*SNK NEO GEO! 

ACCE 

MASTERCJ 
EUROCAF 



UNIVERSAL SOFTWARE 



"WE ARE SIMPLY THE CHEAPEST AROUND" 



SEGA MEGADRIVE + 
PSU ♦ JOYPAD 
(PALOR SCART) 
£99.99 



TEL 



0480 63648 or 
62012 
WE ARE OPEN 7 
DAYS A WEEK 



AMIGA "CARTOON 
CLASSICS" PACK (1 
Mega Upgrade) 
E339.99 



PIMM note : Ail machines cany a one year guarantee and prices inc P&P and v.A.T All 
order* are sent with Invoices (receipts) tor prool ot purchase 



MEGA DRIVE In: Game £119 99 

MEGADRIVE (UK) Inc Vforkj Cup £124.99 

SEGA GAME GEAR (UK) £84 99 

ODTV . Lemmings £504 99 

NEO- GEO - JOYSTICKS • GAME £327.00 



SUPER FAMICOM I* I Game 

SUPER FAMICOM Inc 2 Games 

GAME BOY (UK) mc Terns 

ATARI LYNX 'Bare bones Pack* 

SEGA MASTER SYSTEM INC GAME. 



BOB N 
C5899 
£64.99 
£49.99 



Pro 2 Joypad Rapid Fire 

Japanese Convenor 

Arcade Power Slick 

Lynx Clg lighter adaptor 

Lynx Pouch 

Power Supply Unit lor Lynx 



ACCESSORIES 

C10.99 Pro 1 Joystick ... 

8 Bit Convenor 
3 in 1 Joystick . 
Lynx Kit Case 
Lynx Sunvtsor 



£10.99 
£28.99 
£8.99 
....£8.99 
£1099 



Scratch shield 



£1599 
.£24 99 
£23 99 
£12.99 

..£5.49 



Comlynx Cable for lynx £6 49 
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LYNX GAMES (UK) 
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Whether you are buying 
or selling - look no 
further than the Pink 
pages. 

For further information on 
advertising call Tina Zanelli on 
071-251-6222 Ext 2483 



STOP PRESS.. .STOP 

PRESS.. .STOP PRESS 
The October issue of ACE will be 
on sale at the ECES at Earls 
Court 2 (6-8 September) 
Look out for us at the 
Emap Images stand! 




I 




Please make cheques PO's to Universal Software, 3 Fairtlelds Cresent, 
St.lves, Huntingdon, Cambs. PE17 4QH 



pink pages 




II Sega was a man, he would be walking around at 
me moment gleefully tubbing his palms together 
and beaming a (at. smug, self-satisfied gnn. Rather tike 
the person everyone thought was class weed suddenly 
timing into a hero and publicly biffing the school bully 
on the nose. 

You see. at the June CES Show m Chicago Sega 
managed to upstage Nintendo's launch of their Super 
Farmeom *th a wealth of very impressive titles and a 
host of new ttwd-parly licensees. People were sur- 
prised So were Nintendo, who were expecting their 
relentless war machines to roll on unchallenged. 

Adding an extra push to me Sega olfenswe is the 
fact thai MegaOrtve ownership in the States recently 
scorched past the 1.000.000 mark, and is sbll nsing 
last Why' Well, mere's a lull in the marketplace - impa- 
tient Nintendo owners who are getting bored with their 
&bit NES and want to experience l&brt gameptay are 
bang seduced mto taking a stroll down Megadnve Road 
by the tact that Megadnves now cost only £90.00 (with 
Altered Beast and another free game of your choice) 
and that they can buy it now. rather than waibng until 
October tor the Super NES! 




Did you watch Neighbours last month when Paul 
Robinson's micro was Invaded by one of those 
nasty computer viruses. What can you do if your PC 
catches a oose of digital disaster? As Josh isn't aval- 
able to cure such problems m reaHife, those very nice 
people at SiS Biter national have stepped in with an 
alternative solution. 

The latest version ol Or Alan Solomon's Anti-virus 
Toofcrt apparently tackles over 650 viruses and their 
wants I never knew there were this many strains of 
potential p*n. a lightening thought isn't it? 

'Severe viruses work covertly, typically by swapping 
atouix) very small elements of data files so the unpro- 
tected user remains unaware ol tlie infection for a long 
period of hme," reveals Dt Solomon. By the bme a virus 
is discovered, few people are likely to have back-ups 
gong back far enough id restore completely clean data 

|m 

An&Virus Joott/t costs between £59 and £275. The 
more expensive price is pnmarily lor business types 
«*hj want the piece of mind provided by monthly 
upgrades, newsletters and fax alerts. If you (eel a tittle 



On the software front, there's toads of new stuff *i 
the pipeline Oodles, it would be true to say. Want a 
quick run-down? Oh, all right.. 

First off, there's Berftfi Wall (Kaneko) and Turbo 
Outrun (IDG's very promising conversion of the classic 
race game sequel). From Balltstix there's Test Drive 
(more high-speed marque malarkey), Onslaught (crud 
conversion of the cruddy flop Amiga game), MMte Ditta 
Power Football (American style, that is) and Turncan 
(muftidrectionalry scrolling arcade adventure-c urn-shoot 
'em up starring a robot). 

Electronic Arts are releasing Road Rash (motorbikes, 
violence and high-speed action), Ice Hockey (ice, vio- 
lence and high-speed achon), Star Flight (none of the 
above), Earl Weaver Baseball (yawno-rama) and Rings 
of Power (RPG fun 'n' taff s, if you like RPG fun 'n' taffs 
which personally 1 don't) and they're also domg 
Psygnosis' Ki*ng Game Show and Shadow of the Beast 
(they look iust like the Amiga versions, but hopetulfy 
won't play the same). 

New development house, Dreamworks have Jesse 
The Body" Vent&a Wrestling Superstars (order that 
after closing time!) and Trampoline Terror (sounds like 
toss, but it's quite a hoot, and Tengen are Iming up a 
veritable goodie-bag of gonad grabbing conversions 
including PrtfigMer, Ramparts, Ms PacMan, Paperboy, 
Pacmarua and Roadblasters. 

Flying the flag for Britain are Mirrorsott, who are cur- 
rently wortmg on Speedba/1 1 (dead impressive) and 
Baffle Master (dead duU). Sega have a pile of stuff, 
including Toe Jam and Earf (a "breath of fresh air video 
game* that" s about as challenging as bursting out of a 
wet paper bag) 

So it's all happening on the Megadnve (root! 
JULIAN R1GNALL 

unprotected, call SAS International on (0442 877877). 

Remember, pirated software is the easiest way to 
infect your software collection. Play rt safe and stay 
clear of dodgy backstreet dealers. 

Despite enormous success in America and Japan, 
" baseball has never realty taken off over here. A lack of 
populanty hasn't stopped Electronic Arts launching 
another baseball game endorsed by Earl Weaver. What's 
new, then? 

For starters, this sporty simulation comes with van 
ous camera views of the on-held contest, Large fuHy ani- 
mated characters and a 'physics model that recreates 
realtime baseball'. 

The impatient programmers at Electronic Arts have 
also included a quick-start feature to get you into play 
withm thirty seconds. Prospective players shouldn't get 
too carried away by VGA visions of arcade action, the 
emphasis m this sequel flows more towards the strate- 
gy side of things. 

Oh, I nearly forgot. Tom Selleck, alias TV private eye 
Magnum, is starnng in a new baseball movie to be 
released next year. 

Cowabunga is out, Have a Cow is today's current 
catchphrase. Yep. America's latest cult cartoon charac 
ters are currently being shown on satellite television, 
printed on T-shirts and signwig chaft-bustmg rap songs. 
The S*npsons are set to hit the poor PC... 

A leading Canadian software development outfit has 
been commissioned to write not one but two games 
based around this year's replacement (or those teenage 
turtle thtngies Konami asked DSt, developers of Test 
Dnve and 4D Boxing, to get cracking Dn an onginal 
arcade adventure title called Bart Simpsons' House of 
Weirdness and a conversion ol the newty released 
Simpsons' coirvop. 

In the arcade release, players have the choice ol 




To YOUR micro... 



Monthly machine specific 
columns for the users of 
the seven most popular 
machines, written from a 
personal viewpoint by 
other users... 



controlling Homer. Marge. Lisa or Bart in a mission to 
rescue baby Maggie who has been kidnapped by crooks 
m pursuit of a stolen diamond. Using household gad- 
gets like a vacuum cleaner, sk«xng rope and skate- 
board, the family fend off the thieves and save Maggie. 
The Simpson's arcade game is packed with humour and 
big bright colourful graphics. Pop along to the local 
corn-operated video game emporium for a sneak pre- 
view of what's coming to your machine. 

With the clout of being possibly the world's largest 
producer ol entertainment software. Konami has enkst- 
ed the help ol Simpsons creator, Matt Groenlng, in 
bringing Barfs cult character and pernicious personality 
to life. 

House ol Weirdness begins as Homer grounds Bart 
to his room until he is 'ready to act like a human being' 
There's little chance of that, eh readers! To escape his 
tragic confinement. Bart tries to find a way out through 
the hallway, closet door and bedroom window. He must 
enter each ol these routes to find some essential stuff 
that transforms him mto the radical 'Bartman: Avenger 
of Evil'. Only then win Bart be prepared for the base- 
ment, backyard and the 'coolest item m the universe'. 

"Bart Simpson has qwckly become an entertaining 
character and a symbol of rebellion and radical humour 
lor both children and adults,* says Konami's Bnan 
Dimick. Both titles should be available in time for Xmas. 

Warthog is winging its way back! Flushed by their 
success with the relormed re-releases of older games, 
Dynamix and Sierra On-line have devised an upgrade of 
their A10 light simulator. Tank Kifler Enhanced is avail- 
able to registered owners of the original game and 
comes with improved graphics and animation, new flight 
modelling lor added realism, and better support of 
sound cards and flight yokes.. 

• Rik Hayne* 
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nujh o you need an alhn-one broadcast studio with 
digital effects, dual frame buffers, character 
genefafor and 3D animation? Have you got $3,995 to 
spend on such a device? Answer yes to both these 
questions and you should be thinking about purchasing 
the critica*y-acclaimed Video Toaster from Amiga grapn- 
ics specialists, NewTek Incorporated. 

Being situated in the sleepy midwest state of 
Kansas hasn't prevented NewTek 's engineers from 
devising one hot piece ol gadgetry. No wonder the 
Video Toaster took them over four years to develop. 

The New York Times says Video Toaster is the equiv- 
alent of a $60,000 TV studio and USA Today believes it 
makes an Amiga act just like a Hollywood production 
studio. High praise indeed, but what does this wonder 
widget actually do? For a start you can create animated 
vtdeos m ful broadcast resolution and 16.8 million 
colours. Video Toaster pumps out fades, digital traJs 
and tumbles like there's no tomorrow. Yeah, that's a lot 
of vision in anybody's language 

NewTek's UghtWave 3D Animation software helps 




■ ulys Qlympia British Music Fair tor International 
^ Musk fair as it is now known in an attempt to 
broaden the range of exhibitors) is usually the launching 
point for loads of new music software 

This year, though, there was hardy a computer to be 
seen, major distributors like Evertode Soundworks and 
Zone latled to appear, and the remaining exhibitors 
showing toads of updates but very little in the way of 
new product. 

Good news came from distributors MCMXCIX. whose 
entry-levet ST sequencer Trax has now been ported to 
the PC. Amiga and Macsbll costing only £59*VAT. 
Encore, the powerful Mac notation program, has been 
ported to the ST and PC, it can record in real- time or 
step-time, transcribe MIDI files, and support 64 staves 
with 4 voices per staff. Cost is £369*VAT. 

New from Opcode is Track Chart, for all formats, a 
studio management program providing the engineer 
with on-screen mm information which can be locked to 
SMPTE. Printed track sheets can include information 
such as song titles, track names. 



I you produce special visual effects including flymg logos 
and fog. Phis, there are many more sophisticated 
graphics tncks such as 'fast photorealistic rendering 

I with adjustable anti-aliasing', 'particle systems with vari- 
able motion blur' and 'realtime scene preview with jog 
shuttle control' I don't know what this stuff does, but 
they certainly sound impressrve. 

You can phone NewTek on (0101-913-354-1 1461. 
TeH them ACE sent you and they might say. 'Gee. I love 
that magazine' 

Konami and Mirrorsoft are about to unleash a stock 
car sim endorsed by a big cheese on the NASCAR rac- 
ing circuit. Winston Cup Champion Bill Elliott helped 
design the 'ultimate dnving experience' complete with 
authentic prt stops, duels for pole posibon and 200mph 
spirvouts. All this reminds me of Mindscape's Days of 
Thunder - not a very good omen. 

The trouble with stock car racing is that rfs all pretty 
bonng until a crash happens Konami has tried to miect 
excitement into their release through the implement* 
Uon of a first person perspective view of the track and 
buWt-tn car editor. Here you adapt your beast by adjust- 
ing gear rabo, spoiler angle, tire stagger and transmis- 
sions for the hairpin turns of Sears Point or the high 
banked ovals ol Daytona and Talladega. If you ready get 
into the game, there's a Gameboy version for players 
who want to fine-tune their stock car skills on the way to 
work every morning. 

To make you feel green with envy, Konami in America 
has just run a brilliant competition to meet Bill Eliott, 
witness the 1992 Daytona 500 and win a sporty Ford 
Thundertufd Super Coupe. The finalists are due to play 
the NES adaption ol Sill Elliott's NASCAR Challenge later 
this year - where theyH compete to capture the flag as 
weH as the Ford. Now that's what I call a prize! How 

comments, start times, track groups and virtual tracks, 
and while playing Track Chart can trigger user-defined 
MIDI messages. Cost is £139+VAT, 

Sound Technology's Ciab display featured mustc edu- 
cation programs Aura and Midia, together with the long- 
awaited cut-down version of the Notator sequencer/ 
music transcnpbon package. 

Notator Alpha was The most striking product of the 
Show, though, had to be Philip Rees' G2 MIDI controller. 
This pfywoodbodied, polymer-coated MIDI controller 
looks like nothing so much as Mr. Spock's Vulcan harp. 
With six velocity-sensitive piezo pickup plates mounted 
where the stnngs o' a guitar would be, the G2 has 
twelve button on the neck, which can be programmed 
to produce any note from a "strummed" plate. A knob 
on the end of the neck and the LCD on the body allow 
you to store forty 'necks* of chords, giving a total of 
480 chords. A thirteenth button on the neck calls up 
new programs, and a pressure-sensitive plate on the 
body allows you to introduce performance effects such 
as pitchbend. 

In conjunction with an ST running a sequencer pack- 
age, the G2 would form a powerful programming sys- 
tem; it will be available from around October at just 
over £400. 

Not seen at the IMS. but launched a few weeks earlier 
at the tradeonly APRS (Association of Professional 
Recording Studios! Show, was the KAT from Friendchip, 
to be distributed in this 

country by Qtagic, the inventors of the MIDI Metro 
visual timing oVspIay.The K-AT is a remote controller 
designed for software sequencer users; it plugs into the 
joystick port of the ST, and is supported by desk acces- 
sory software which lets you assign any of the 1 4 avail- 
able control functions to any ST key, so you could 



about something similar in the UK? 

Disaster struck Kevin Bolmer, creator of Terminator 
2 for Ocean, when thieves broke into his house while he 
was on holiday last month. These tiresome troublemak- 
ers ransacked the place and stole Bulmer's Amiga- 
based development kit, including a hard drive full of pro- 
gramming routines which are useless to anybody but 
poor Kevin. Luckily this unfortunate situation hasn't 
affected the release of the game. Good |0b really, con- 
sidering the movie is breaking box-office records m 
America and is due to open over here later this month. 

No typing is required m King's Quest V so fantasy 
RPG lovers can concentrate all their precious thoughts 
and reflexes on exploring gloomy dark forests and vast 
mountains tn search of the royal family of Daventry. For 
the past year, Sierra On-Lme has employed some of the 
very best programmers and designers in the USA. 
Games Uke King's Quest V are proving the prudence of 
this recruitment scheme. 

Desktop pilots after some plane facts should look no 
further than The Official lucasfilm Games Air Combat 
Strategy Book. Phew, what a mouthful! Authors Rusel 
DeMana and George Fontaine have plenty of hot hints to 
Bafflehawks 1942 and Their Finest Hour: The Battle of 
Britain. Even the Secret Weapons of the Luftwaffe have 
been dissected for your playing pleasure. 

Without repeating any information already found m 
the manuals, DeMana and Fontaine provide new insights 
into the historic air missions and the people who flew 
them 

The air strategy guide teaches you the special flying 
manoeuvres used by pilots in battle, explaming m step- 
by-step detail how to fly your plane through the tricky 
acrobatic moves of the skilled combat pilot. 

ft—f rowel 

lor instance select sequencer controls lor 
Record/Play/Stop/Punch-ln without bong anywhere 
near the computer. Cost will be around £65 

Also on the way from FnendChip are Min^Ma'x, a 12*i 
15-out MIDI patchbay. and SM'X 900, an expandable 
version built up from 8-out units. The function of a MIDI 
patchbay is to alow you to route different MIDI con- 
trollers a sequencer, drum mactwie, keyboard or MO 
drum pad perhaps - to a number of MIDI sound mod 
ules. They're invaluable in a large setup, but tend to be 

expensive and Tiddly to use. The Friendchip products, 
though, are MIDkontroMed usmg Super Ma'x, an ST 
software accessory wtsch uses a series of pro- 
grammable gird screen displays which can be called up 
from your sequencer program, re-routing your equip- 
ment as you pla/ Prices have yet to be confirmed. 

Another good bit of ST music news is the return ol 
Hybnd Arts after a penod in the distribution wilderness. 
SMPTE Track, GenEdrt and HA's other MIDI software 
packages have finallybeen picked up by Digital Music. 
New versions in the pipeline include Edit Track Gold 
V6.0 and SMPTE Track Gold V6 0 lor the 

ST, at £129 and £395 respectively (with an upgrade 
path offer from Edit Track II and SMPTETrackll); and the 
latest version of the generic patch editor GenEdrt. at 
£179 for the St 

Digital Music's most interesting new launch is an 
unusual product from Scorpion Systems, "sYbil" isn't a 
sequencer or algorithmic composer as such, but a real- 
time MIDI program for improvised performances. Taking 
simple melodies from a MIDI controller, sYbil can turn 
them into mulb-bmbral chords, complex melodies.or 
even program change commands The package is avail- 
able at £99 

0CHR1S JENKINS 



PREMIER MAIL ORDER 



We are on stand No 124 at the 16 Bit Computer Show. Titto marked • are not \et available and wiO be sent on da\ oj release. 

Please send cheque /PO /Access /Visa No. and expiry date to : 

Depl AC07, Trybridge Lid., 8 Butkwins Sq., Burnt Mills, Basildon, Essex. SSI 3 1BJ. 

Please state make and model of computer when ordering. P&fP inc. UK on orders over £5.00. less than £5.00 and Europe add £1.00 
per item. Elsewhere please add €2.00 per item for Airmail. These offers are available Mail order only.. Telephone orders: mon-Fri 
9am-7pm. Saturday lOam^pm. Fax orders : 0268 590076. Tel Orders : 0268 - 590766 



E.A SPECIAL 

OFFERS 

ONLY 
E8.99 EACH! 



•6 99 

...6.99. 

1699 

1999 

.. 16.99. 

26.99 

1999 

1699 



'30 Snooker* 1699 

30 Pool 7.99. 

30 Construction K | 26 99 

2 Meg Upgrade - 

2 Meg Upgrade with dock - 

A-IOTankKHtef <l Meg) - 

Afterburner 6.99 

Ahcan Raiders 6.99 

Air Duel* 2299 

Assault on Akatraz ' 16.99 . 

688 Attack Sub 

AMOS _ 

Amos 30" • 

Amos Compeer 

APB 6.99. 

AracrinpnoOia ' 16.99. 

Arkanoid2 6 99. 

Armour • Geddon 

BAT. 

Back to the Future 3 

as Tale 3 

Batman Caped Crusade* 

Battle command 

BetBe of Britain 

Beastbusters ' 

Birrs ol Prey ' 

» Max 

Billy the K<j • .... 

B»g Game Fshing * 16 99. 

Blade Warrior* 16.99 

Brat _ 16 99 

Budokan - 

40 Boxing* 1699. 

Castles' 19.99. 

CJs Elephant Antics 699. 

Continental Circus 6.99 

Crazy Cars 6 99 

Cnme Doesnl Pay * 16.99. 

Cavadar 16.99 

Cadaver dataD.sk 9 99 

Captive 16.99 

Centurion - 

Chaos StnkesBack 9.99 

Chase HQ 2 16 99 

Champions o»Krynn(1Meg)...- 

Chuck Rock 12.99 

Chuck Yeager 1699. 

Codename Iceman (iMg) 

CoWneB Bequest (IMg) • 

Commando War * 16 99 

Conquest Cameiot (IMg) 

Corporation 9 99 

Corporatwn Data Orak 4 99 

Cncket 1 Meg 

Cnttei Captain 1699 

Creatures* 19 99 

Cruise toraCorpse* 16.99 

Cytercon3 16 99. 

Cum of Aiure Bonds ( t Mg) 1 9.99 . 



Darkman 

Das Boot 

Defender ol Crown 



Doube Dragon 

Deluxe Paint 

Oaney Arwnabon 

Dragons Lair 2 

Dragon Wars 

Dtagons Lair<l Meg) 

Dragons Lair Time Warp 

40 Dnvn 

Duck Tales 

Ouster ' 

EpJc' 

E'ie _ 

&F' 

Emryn Hughes 

Escape '-on CokMz 

Eye cf trie Beholder i i meg) 

Excaitxir" 

FiS Sthke Eagle 2" 

16 Combat Pitt. 

Ft9S»aah Fighter 

F» Reuliator 

r*errari Formula 1 

Final Fgh| * 

Rnt Samurai * 

Flight ot the intruder * 

Rood 

FoorQil DtractOf 2 



1699 

.19.99. 

.7.99. 
...6.99. 
.6.99. 



1699 
16.99 
1699 
1999 

16 99. 
13.99 
19 99 

16.99. 

22 99 

16.99. 

19.99 

16 99. 

.8.99 

16.99 

16.99. 

19 99 

.8.99 

13 99 



AMIGA 1 


1 GAME 


ST 


AMIGA 


16.99 


Ford 98 RalTy * 

Fun School 3 5-7 


1699 


16.99 


7.99 

32.99 

24.99 

26.99 

26.99 


..16.99... 


16.99 


Fun School 3 Over 7 

Fun School 3 under 5 

Fun School 2 (6-6) 

Fun School 2 (over B) 

Fun School 2 (under 6) 

Future Wars 


.16.99... 
.1699. 

13.99... 
.13.99.. 

1399. 
.16.99... 


16.99 

1699 


13.99 

1399 

13.99 

16.99 


6.99 

6.99 


22.99 

16.99 

16.99 

29.99 

24.99 

19.99 


Gaunlet 3 * 

Gods 


.16.99 . . 
.16.99.. 


16.99 

16.99 


Gotden Axe 

Gunshlp 

Gunboat * 

Harpoon (1 Meg) 


.1699.. 
.14.99... 
.16.99 . . 


16.99 

|4 99 

...... ' ~* .B<J 

1699 

19.99 


6.99 

1699 

6.99 

16.99 


Hnefukers Guide 

H* Street Blues 

Hollywood Collection 

Heroesquest 


....7.99... 
. 16 99 . . 
.19.99... 
-16.99... 


7.99 

16 99 

19 99 

16.99 


19.99 

16.99 


Horror Zombies 

Hunter * 


.16.99 . 
-16.99... 


16 99 

16.99 


16.99 

6.99 

16.99 

19.99 

16.99 

26 99 

19.99 

16.99 

16.99 

16.99 


Hydra 

IK* 

Indy Jones Atlantis Adv * 

interceptor 

Inrfcinapoks SOO 

Int Soccer Challenge 


.16.99 .. 
... 6 99. 
.19.99... 


16 99 

6 99 
19.99 


16.99.. 


8.99 

16.99 

16.99 


n came trom the Desert Data ..- 

it Came trom the Desert (1 Meg) 

it Came trom the Desert Ant Heads 
Jack Nichiaus Extra courses....- 


9.99 

14.99 

.... 1999 
9.99 


16.99 

8.99 


Jack NicNaus Got! 

Jahang* Khan Squash 


.16.99... 
.16.99... 


16.99 

16.99 


16.99 


Jungle Book 

Jack Nicklaus unlimited Go" 
Judge Dredd 

Kick Oft 


.6.99... 


6.99 


19.99 

6.99 

6.99 


.13.99... 
. 7.99 . 


19.99 

13 99 

7.99 


6 99 

16.99 

16.99 


Kick Ofl 2 

KickOf12(1 Meg) 

Kl*ng Cloud* 

KO 2 Super League ' 

K.O.2 Final Whistle 

K.02 Giants ol Europe * 

K.0.2 Return ol Europe 


.12.99... 
16.99... 


12 99 

14 QQ 

..... t^.wr 

16.99 


9.99 

16.99 

16.99 

16.99 


...9.99... 

8 99 . 
.7 99... 
.7.99... 


9.99 

899 

7.99 

7.99 


16.99 

. 21.99 

12.99 

16.99 


K.02 Winning Tactics 

Knights ol the Sky ' 

Last Ninsa 2 H 

Last Ninfa 3 ' 


599 
1999 

.6.99... 
.16.99 .... 


5.99 

. 19.99 

6.99 

16.99 


26.99 

26.99 

16.99 


Leisure Suit Larry 2 

Leather Goddess 

Legend * 


.1999. ... 
.7 99 
.16 99. - 


26.99 

7.99 

16.99 


.. .26.99 

9.99 

4.99 

19.99 


Leisure Suit Larry 3 

Lite and Death 

Licence to Kill 

Lombard Rally 


.26 99.. 
1699 

..6.99.... 
...6.99 . 


26.99 

16.99 

6.99 

,., 699 


1699 

19.99 

16.99 


Loom 

Lord ol me Rings ' 

Lords ol Chaos 


.19.99... 
.16.99... 


19.99 

16.99 

1699 


16.99 

1999 


Lost Patrol 

Magnum 4 

Magentic Serous Coll * 

Man Utd Europe 


16.99 . .. 
16 99 


1fi QQ 

rr . . iy .WW 

16.99 


16.99 

19.99 


.19.99'... 
.1699... 


1999 

1699 


7.99 

6.99 

6 99 

_ 59 99 

26.99 

16.99 

26.99 

26.99 

. 16 99 

16.99 

16.99 

19.99 

9.99 

16.99 

13.99 

19.99 

19.99 


Masters Got! ' 

Masterbiazer 

Mega Lo Man»a ' 

Mercs 

Mega Traveller 1 

Mig 29 

Monster Pack 1 * 

Mi Tank Platoon 


19.99. ... 

16.99 ... 

16.99... 

16.99... 

19.99 . 
.22.99. 
.19.99. ... 

19.99 .... 


19.99 

16 99 

16.99 

16.99 

19.99 

2299 

19.99 

19.99 


Miami Chase 

M«J Winter 

M*hvinter 2 ' 


699 . 
.19 99... 
.22.99 . 


6.99 

19.99 

22.99 


Myth* 

NAM 

Navy Seals 


.1699 .... 
19 99 
.16.99.... 


16.99 

1999 

16.99 


Nightshirt 

Operation Stealth 


..999.. 
16.99- 


9.99 

1999 


Outrun 

PGA Tour Gorl 


...6.99... 


6.99 

1999 


1699 

22.99 


Ptraies 

Player Manager 

PP Hammer * 

Platoon 


15.99... 
.12.99... 
.16.99.... 
699 .. 


15.99 

12.99 

16.99 

6 99 


1699 
19.99 

1699 

8.99 

16.99 


Populous 2* 

Platinum 

Police Quest 2 


.1999... 
.16.99. ... 
16 99 . 


1999 

1699 

2699 


16.99 

19.99 

899 

13 99 


Power drome 

Power Pack 

Powermooger Data Disk 1 * . 
Pool ol Radiance 


...8.99. ... 
14.99... 
.9.99. 


699 

.1499 

999 

.19.99 



1 GAME 


ST 


AMIGA 


Populous 


16 99 . 


16.99 


Populous Promised Land 
Power Uo 

< ywoi w|/...— . — -..— ......... .. 

Prim ol Pen M i 


7.99... 

19 99 

...... < V. v ■ ■ 

lO.oa ... 


7.99 

...... i j j j 

ID.ifl* 


Powermonger 


19 99... 


1999 


PrehiStOnk * 


16.99... 


16.99 


Predator 

Predator 2 


6 99 

16.99... 


6 99 
1699 


Projectyie 


ii on 


8.99 


Pi 17 I nil" 

Quattro Arcade 


1 fi OQ 

..... IV.VB 

9 99 


t£ QQ 

9.99 


Ouattro Sports 

Railroad Tycoon * 


9.99... 

22.99... 


9 99 

22.99 


Rainbow Islands 

Red Storm Rising 

Red Baron* 


13.99 

1599 - 


1699 

15.99 




26.99 


Reach lor the Skies* 


16.99... 


16.99 


Realms * 

R-Type 

RType2* 


19.99... 


19.99 


6.99. . 

1699 


6.99 

16.99 


Robin Smiths Cncket * 


16.99 


16.99 


nODOCup J ■ * 

r IWWI imnwimwix 

Roboione* 


1 ft Ci£\ 

7 d9 

■mmf -*w 

16.99... 


* ft. ftift 

..... IS 99 

7 QQ 

eeff 'WW 

16.99 


Rotator * , 


16.99... 


16.99 


Pick DanrwrniK P 

"v*i wr 1UQI W J SL i 

Rise of the Draoon * 


..... IU.VB .... 

26 DO 
16.99... 


.... * iv.n 
"r. 00 

7* 

16.99 


i I'w w i'"J i-" oyw" * " 

Rocky Horror Show* 


Robocop 2 

Search lor the K«g * 

Secrets of the Luftwaffe ' 


16.99... 

24.99.. 


16.99 

.24.99 
19.99 




Secret ol Mofstav 1 slard 


16 99 

..... IV. 97 .... 


16 99 


Shadow Dancer 


1699. 


16.99 


Shadow Sorceror * 

Shuttle ' 

Silent Service 


19.99 .... 

9.99. 


. . 19.99 

19.99 

999 


Silkworm 

Sim Earth * 


6.99... 

19.99... 


6.99 

19.99 


oKun ana ^ossoones ...... 


■ t ao 
'Otftf 


1 A QQ 


Space Ace 


... 26 99 . . 


26.99 


Speedbaii 2 


16.99.... 


16.99 


Speedball 

Stratego * 


....... r j j .... 

16-99 ... 


....... J jci 

16.99 


Strip Poker 2 


1". Qi". 

>. 


...... .v.w 


Stnp Poker 2 • Data 


699.... 


699 


Qfar Planlit 

JUV risyni nm ,i mugminii 


• .w» .... 


7 QQ 

' .99 

5.99 


Supercars 


6.99 — 


6.99 


Supercars 2 


16.99.... 


16.99 


Super Monaco GP 

Supremacy 


16.99. 

19.99.... 


. 1699 
19.99 


Super Hang On 


6.99 


6.99 


Swiv 


16.99 — 


16.99 


Switchblade 2 

Terminator 2 * 

Test Dnve Compilation 


16.99 

16.99- 

19.99 — 


16.99 

. . 16 99 
19.99 


Team Suukl 


16.99... 


16.99 


Team Yankee 

Teenage Mutant Turtles... 
Test Dnve 3* 


.. .19.99 . .. 
16.99... 


.... 19.99 
.... 16.99 
16.99 


ThurxJerhawk * 


.....19.99.... 


1999 


The Immortal (1 meg) 

Toob-i 


1699 

6.99.... 


.1699 
6.99 


Toki 

Toyota Cellci 

Total Recall 

Tnad Vol 3 


-...16.99... 
16.99.... 


.16 99 
1699 


..16.99.... 
9.99.... 


. .16 99 


Track Surt Manager2* 


16.99... 


16.99 


Turbo Challenge 


...16.99... 


16.99 


Turbo Challenge 2 * 

Tumcan 

Tumcan 2 


...16.99. 


...16.99 


7.99- 

. .16.99 ... 


7.99 

.16.99 



TV Spots Baseball '. 
TV Sports Footbal... 

UMS2(t Meg) 

Vb 

Walker* 

War Lords 

Wilba.1l 

Wolf Pack(1 Meg)... 

Wonderland 

Wrath of the Demon 

Winning Team 

Wings 

Wii Kid* 

Xenomorph 2 * 

Z-Oul 



.799 
19 99 
1 B 99 

.16.99. 

...6.99. 

.19.99 
.19.99. 

19 99. 
.19.99. 

.16.99. 
16 99 
13 99 



1999 
.799 
.1999 
16.99 
.16.99 
19 99 
.6.99 
19.99 
19.99 
19.99 
.19.99 
.11.99 
.16.99 
1699 
13 99 



Huod 

Project vk 

Budokan 

Interceptor 

I-crrari l-urniula 1 

Starflisht 



ST & Ajalp 

ST & AmiKii 

Amiga 

Amiita 

ST & Amiga 

ST & Amiga 



THIS MONTHS 
EXTRA 
SPECIAL OFFER 

duly Jones Adv 
AMIC.A 
ONLY 
£11.99 



SPECIAL OFFERS 
AMK.A 
£9.99 EACH! 



Nigtshif! 
Gremlins 2 
Sword of Sodan 
Zak McKraken 



JOYSTICKS 



Quickjoy JelfiEhler 
10.99 
Cheetah 125+ 
6.99 

Comp Pro Extra 

14.99 
Quickjoy 2 Turbo 

8.99 

Quickshot 3 Turbo 
8.99 

Sega Control Stick 
13.99 



BLANK 
DISKS 



Unbranded 

10X3.5" DSDD 
20X3.5" DSDD 
50X3.5" DSDD 
100X3.5" DSDD 



5.99 
10.99 
23.99 
44.99 



Branded 



3.5" DSDD 
5.25" DSDD 



(each) 1.25 
(each) 0.75 




PB/CE PffOMtSf/f 



FOR MEGA DRIVE OWNERS 



NNTENDO GAMEBOY 

Nintendo game boy £64.95 

All NINTENDO GAMEBOY GAMES, 
SAVE £ I O.OO OFF USUM R CP, 
IN OUR IIMOED Of FEU. 

FROM ONLY £12 EACH 



NINTENDO SUPfR FAMICOM ... C 725.00 

FAMICOM , ONE GAME £265 00 

F AMICOM ♦ TWO GAMES £285.00 

ALL FAMICOM GAMES ONLY €39.95! 



MEQADMVE SPKUL 

JAPANESE CONVERTOR . 


om 

.. £13 


RS 

95 


AV LEAD 


£7 


95 


TURBO JOVPAD 


....£13 


95 


PRO 1 JOYSTICK 


£19 


95 


STR1DER 


. £26 


95 



ATARI LYNX £74.95 

SAVE / 5,00 OFF OIK USUAl ftfCE OF 
£28.95 AND PAY ONIY £2X93, FOR 
ANY ATARUYNX GAME p-,- »i«*q ai 



(Dept ACE 3) , 46 Ashden Walk, Tonbridge, Kent. TN10 3RL 

Wl WU UATAMY Pma IN THIS MAOAUHI THAT II CHUKI THAN 00 Bf IT £ 1 




Y GAME UP TO £27.00 



PLUS ANY GAME UP TO £50.00 

WORTH £240.00 NOW ONLY <149.9S 



SEGA"£GADRJVE *SGNC HDGEHOG ♦ NKXtTMCXHiXrYPADtlunOXirPAD 
WORTH £285.00 NOW ONLY £183.00 * 



SEGA MEGADRIVE GAMES 





13495 


AlXO i, 


(31 95 


Aneinurnei II 


(33 50 


- 1 - - ■ - ' . 1. 1 ■ ■ ■ ■ 


£32*0 


AlanK H0OC*Kj 


129 95 


Am 


(27 85 


Bate Knuckle 


[32 95 


BcniiVd Bros 


131 95 


eudrwan 


C29 95 


Busier DouaU-. Ho.ng 


(34 95 




C32 50 


&e» tracy 


132 50 


EW"»nljl ■.«.:■■■ 


127 95 


E S-al 


CM 95 




(34 95 


•(■gone" Wonoi 


(32 50 




(34 95 


Gam Growl 


C26 95 


GrrattHiUcrt 


1 24 - 




C3I 96 


Go law Aie 


C29 50 



HMOnm. 

Heart um 
ico Moony 

JOe Montana fooltell 
JohnMaodonFoonM 
Kageu 

idles Vi C*"o 
Lasi ft.iL, 
Maocam* 
Mc"c» Mouse 
Mdnrghi Resistance 

MghUnflM*). 
MqomIM" 

POAOoH'tW 

Plurtuy Sl» 2 
Random 
lirxjiKle Angel 
ShaO)* Oanter 
Srxiog and Oarkrvu 
Swiit Hie HeoMMH - 



C34 SO 

t32 95 
(29 95 
(31 95 
(34 50 
(39 95 
(29 95 
(34 95 
[31 95 
C34 95 
C'9 95 
[32 50 
(34 95 
(34 50 
(34 95 
(29 95 
(3' 95 
C34 95 
C3l 50 

\ M I'. 

(34 95 

(31 95 
(34 95 



Sortenrjn 

SpewiM* 
Sp"Jo«man 
Sui Control 
SBcol Smart 
eSBSuoArlac* 

Soon tmm 

Super Hang On 
Super Monaco OP 
Super SninoOi 
Super VoUcyBa* 

Swd rt Verrtii»»On 

lechno Cop 
Inuntertorce ill 
Vamnin 

WarOrtor 

Wundrfooy HI 
WonaCupSooo 
Wiesl»eV*ai 
ZanyGOi 

Zf-O Wirxj 



(29 50 
132 50 

(3t 50 
(32 95 

(32 50 

(39 95 
(32 95 
(29 9S 
(26 95 
C2'50 
(3295 
(32 50 
(2' 50 
(3995 
(28 95 
(34 W 
(34 50 

(33 95 

(3195 
(24 95 

(31 50 

(34 *0 
(32 95 



Hid PB 0*15 f II 



MEGA HIRE SERVICE 

MEGADRIVE GAMES U 00 pe. -w 
GAMEBOY GAMES.... £3.50 per wwt 
Fomtcom Gomoi C5.00 pmr wMta. 



SEGA GAME GEAJt £99.95 


At HMMM flAUB 




SUPER 


MICKEY MOUSE 


MONACO GP 


DRAGON 


CCXUMNS 


CRYSTAl 


FENGO 
G40C 


WONDERBOY 
MAZE 


BASES All 


SYNDROME 


ZAM GEAR 


GG SMINOBI 



MEGADRIVE MEGA OFFERS 

UMITTD OfFER UMTTSOFFB 
ANY 0* Of THE W W JAMhf SE GAMES 
USTIDIEIOWONLY £24JX> EACH 



ESWAT 

GHOSTBUSTERS 
UCKEY MOUSE 
CRACKDOWN 
WHIP RUSH 
HELLFIRE 
DJ BOY 

SUPER BASKETBALL 
SWORD Of SOOAN 
GO10EN AXE 
WON0FR8OV HI 
SHADOW As I ( It 



inspector x 
cvbcrball 
arrow flash 
gain ground 
magical mat 
shadow dancer 
huprican 
dynamite duke 
m00nwalkeb 

ARNOLD 
PALMER GOLF 
VALIUSW 



TO ORDER PLEASE STATE ITEMS YOU REQUIRE, TOGETHER WITH PAYMENT . MADE PAYABLE TO 'MEGAMIX', OR PLACE YOUR ORDER ON 
OUR CREDIT CARD HOTLINE 0732 351220. OVERSEAS ORDERS ADD C5. All PRICES ABOVE INCLUDE VAT. POSTAGE AND PACKAGING 
MEGAMIX SOFTWARE (DEPT ACE 3) 46 ASHDEN WALK, TONBRIDGE, KENT, TM10 3RL 



G.P.S 

(Computers) Ltd. 
Xel : (0268) 782949 



All items include postage 
and are sent 1st Class 
insured post. Please add 
£6 for 2/3 day courier 



li.uilu arc 



ATARI 



Lynx Machine 74.95 

Lynx Machine * PSU 89.95 

Lynx Machine + PSU+Cal Game.109.95 
Lynx Cigar Cigarette Power Adap CALL 

Lynx Kit Case CALL 

Lynx Carrying Pouch CALL 

Lynx Sun Visar CALL 

Lynx Power Supply Unit 12.95 



Lynx Communications Cable 6.95 

Lynx Software FROM 19.95 

ATARI520STE "Disco. Pack" 289.95 

ATARI520STE Turbo Pack" 319.95 

ATARI1040STE "Family Cur.Pk" .359 95 

ROTEC RF880 Second ST 

Drive * PSU 64.95 



COMMODORE 



Commodore A500 Cartoon Classics Pack £369.95 

Amiga A500 "Screen Gems Pack" ...359.95 

Amiga ASOO 'Screen Gems Pack . A501" 369.95 

Amiga A150O + A1084SD Monitor 899.95 

ROTEC RF880 Second Amiga Drive 54.95 

Philips CM8833 Mk2 Colour Monitor 234.95 

Latest Amiga Software Titles Available CALL 



SEGA 



Sega Megadrive + 1 game 
Sega Game Gear 



.134.95 
...89.95 



SONY BULK 3.5" 
DISKS 

10 5.95 

25 11.95 

50 21 .95 

100 39.95 



| OFFICE HOURS 

MON-FRI10.00 -7.00PM 

SAT 9.30 -7.00PM 

LATE NIGHT THURS 
TILL 9.30PM 




VISA 



:.*r muk i' cheques and postal orders payable to 
GPS 
PO Box 571. 
RayMgh, Essex. SS6 9NE 
CREDIT CARD HOTUNE : (0268) 782949 
Stocks subject to availability 





TO FILL THIS SPACE 





Tina Zanelli 
on 

071-251-6222 Ext 2483 



pink pages 



ATARI LYNX 



jjjjjjiij 1 
hiitmf 



A tan may have won a PR coup 
when Gazza was seen holding a 
Lynx on the front page of The 
Sun. but Sega is pulbng out an the stops 
promoting their Gamegear colour hand- 
held console. Every hme I switch on 
Children's TV • only for my kids of course 
• I'm bombarded by yet another give 
away competition, giving away the com- 
petition. Even cncketer Graham Gooch 
prefers his free Gamegear to buying a 
Lynx and I've |ust seen children's 
favourite TV personality Philip Schofield 
wth one. Looks like Sega employs a pub- 
ic relations agency with better contacts 
I you ask me. 

The bosses at Atari must be feeling 
the squeeze because they recently print- 
ed a Mr* is Better Than Yours' sort of 
brochure filled with statements such as 
the 'Gamegear is based on the old Sega 
Master and shows it', 'Gamegear has no 
special features like scaling and rotabon' 
and "Gamegear is hmrted to 64K car- 
tridges while the Lynx can take eight 
mepsovtp samec' 



No matter what people say, size does 
matter. Er. the size of your software base 
that is' Sega is launching a new 
Gamegear title every week or so. I think 
ifs about bme Atari started to realise the 
Lynx needs up-to-date conversions from 
top people like Ocean and Konarrn if 
they're going to win the colour handheld 
wars. I'd rather play Terminator 2 than 
Turbo Sub Know what I mean? 

Thanks tor the terrific response from 
people out to grab some free pubkcity 
for their Lynx-onentated efforts. My heart 
leapt with delight and surprise as I dis- 
covered the large number of generous 
souls helping other players with twits, 
maps, cheats and reviews. Well done, 
guys! 

Judging by the marl I've received over 
the last couple of weeks, there are seem- 
ingly toads of active Lynx users dotted all 
around the country. I only wish we could 
form some sort of official club kke the 
lucky Japanese video games players 
have for their consoles Let's hope this 
dream of togetherness could someday 
become a realty. What do you say. Atari? 

Without further delay, here's a quick 
run-down of the most active Lynx users 
around. 

Sorry, il I've missed you out. 
Unfortunately, the mail has been effected 
by a local postal dispute so rewrite those 
letters and send them into me at the 
usual address (see below). 



Atari Lynx Console User is the brand 
new, if an unimaginatively tibed, maga- 
zine dedicated to our favourite handheld 
stab of silicon. I haven't actually seen the 
first issue yet, but if you're interested 
send 35p and a large SAE to: lynx User. 
1 1 Montgomery Dnve, Spensers Wood, 
Reading. Berkshire RG7 1BQ 

Meanwhile. Andrew Reid is offering 
players a free sample of Ins fanzine if you 
send a first class stamp to 63 Croftway, 
Selby, North Yorkshire Y08 9DD. Don't 
forget to include your return address, 
though.' 

Last, but by no means least. Peter 
Terry has a more commercial venture m 
operation where he buys, sells and 
exchanges Lynx carts. There's also a 
monthly mag to keep his customers 
happy. Does Peter ever find time to 
sleep? For more details send an SAE to 
32 Boma Road, Trentham, Stoke, 
Staffordshire ST4 8EB. 

rd love to hear from you if you've just 
started a user group or have some tips 
to share with other players out there. Or 
perhaps there's something bugging you 
about the Lynx or video games m gener- 
al? Either way. please write to me care of 
Lynx Pink Pages. ACE, EMAP Images, 
Priory Court. 30-32 Famngdon lane, 
London EC1R 3AU For those of you real- 
ly into high-tech gadgetry HI also include 
our fax number {071 490 1094). 

The aforementioned Turbo-Sub is an 



original Lynx game lor one or two play 
ers. You must nd the planet of aken 
invaders who have taken over the skies 
and seas. Turbo-Sub uses the spnte scal- 
ing features of the lynx to great effect, 
though some would say the gameplay is 
a Utbe too base by today's standards. 
This fast Wast is out soon. 

TAME THE GAME 

Don't lorget to defuse the ball m TOUR- 
NAMENT CYBERBAlL if you want to keep 
those powerful running backs, agile wide 
receivers and star quarterbacks alive. 
Short plays such as Flex Run, Goal Line 
and LB Blitz are great against the run or 
short yardage plays. WWe short passes 
are hopeless when facing defensive line- 
up's Ufce Safety Blitz and LB Drop. For 
long formations go with a Prevent, 
Comer Blitz or Flat Nickel. When playing 
offensive passes there's nothing better 
than a good Thrust, dastardly Double 
Cross or taking the Easy Money! 

You can make your plane perform 
really tight turns m WARflfRDS by switch- 
ing the engine off When pursued by a 
persistent enemy, dive into the clouds to 
ditch them. Finally, and a rather obvious 
one here, attack aircraft from behind. 
Why should this be so air-pparent? Guns 
are forwardfinng only in this game! 



• Tody Montaia 



IDRrvE (5C*RTi Qfl "Al - PSU - 



HEADPHONE 




uorwt as «ao«i wi" either 


ABO* 1 MAGICAl MAI Oft HELlFlRE 


HUM 




k'L'H'.l - -. . ■ MAI 


CI14 9S 


SCMC HEOGChOG i JAP . 


77 as 


SOMC HEDGEHOG ..- 


3799 


0X6 'BUS' ERS — „ 


16 95 


OMOXDOWN 

DYNAMITE CMtE -„ 


IISS 
i»95 


MOONWAIM , 

AOSFZ 


Ji OS 
«8S 


CM BO* 


_..I3M 


•CUFIT* 


UBS 


CSWAI 


1*9S 


UAGCAL MAT 


JOBS 


wjaOCWW ) 




PHRJOt. „ 


... 1S9S 


SHADOW &ANCER . 


1709 


FUCTU5AI . 

Vt«VTB«„„ _ . 

BONANZA BROS 

SUPf a MASTER GOLF 

MONSTER HUNTER _. 

IIRI SHARK 

MUIAN 

GVNOUG 


2205 

MBS 


?S95 

2S9S 
26 9S 
26 99 


26 99 
3*99 


MTO BLASTERS 

JAMES POND (IK) _ 


27 BS 
77 M 


ICHWOOPlUSAI 


28 09 


HADIA THE WONDERFUL 


31 96 


IME " ■ IALE AO (UK) 


3809 


AFTER BURNER 


28 04 


MICNtQHI RSISIANCC __ 


2909 


*Mj& BOUNTY (USA) ...... 


34 OS 


ABRAMS BATLE TANK (USAJ 


36.96 


OINTUrUON (USA) „ 


— 3709 


IT AC CONIROL 073* USA) 


3999 


NEW RELEASES 




TME FASTEST ONE - 


.3106 


M'l - ■ 

LEOENDOFRCIEN .„_™ 
NAMCO BASE BALL ™ 

VAPOUR TRIAL 


MB* 

CAU. 


CALL 
6 JULY 


BARF KNUCKLE 


17JUIV 


STREET 5WART...._ — 

THUNDER FO* ..... ., 


17JUL* 
78 JULY 


CUT HUM ... 


2 AUG 


HARDWARE 




JAP ADAPTOR 


796 


SCO {RAPID. SLOW UO). - 


_..-ia*6 


mo i__- __ 

"OWEH STICK — - 

awtPOWERSlICK — 


14.96 

. . . 26-96 
31.96 



please ac'f tu macules 

CARRY A Full 1 YEAR WARRAN1 Y 
. PLAY OFBT 'JAP GEN CARTS . 
1RAN5LATE 90*. O* JAP TEXT TO 
ENGISH ALL GAMES JAP UNLESS 
SPECIFIED 



MEGADRIVE TOP 10 



1 SONIC 32 95 

2. GAIRES 24.95 

3. ALIEN STORM .....33.95 

4. ZERO WING 2a 95 

5. MARBLE LAND 32.95 

6. WRESTLE WARS .32.95 

7. MAGICAL HAT 20.95 

8. SUP MONACO GP27.95 

9. PGA TOUR GOLF .38.95 

10. TIGER HELI 26.95 



GAMEBOY GAMES 



CHASE HQ, GOLF. QUIX. 
ALLEYWAY WORLD 
BOWLING, FLIPPAL, 
AFTERBURST SPACE 
INVADERS . T.M.N.T. 
ALL 18.95 
P ACM AN, OPERATION 
CONTRA, DR MARIO, NUA 
BOY. LOOPZ. BUBBLE 
BOBBLE, SKATE OR DIE. 
WWF. RESCUE MISSION. 

DRAGONS LAIR. 
CEASARS PALACE. HUNT 
FOR RED OCTOBER. 
GREMLINS 2, R TYPE 
ALL 21.95 



MAGNIFIER 

CARRY CASE. .. 

LIGHT 

WIDEBOY 



...8.95 
...8.95 
895 
19.95 




BLUE IWJHTNING 

"LA- 

GATES 0* MNDOCON 
CHIPS CHALLENGE 
/ALA MERCENARY 

SLIME WORLD— , 

ZEN A PUOA 
GAUNTLET ] 



1706 
1B8S 
IB 95 
11 as 
'BOS 
<B OS 
IB 96 
22 BS 



PC ENGINE 



PC ENGINE GT . GAME + 
BATTERIES * EARPHONES. 224 .95 
GAMES 

JACKIE CHAN 31.95 

LEGEND OF HERO TOMNA . 32.95 
DON DOKO DON 26.95 

CADASH 31.95 

NAMCO BASEBALL 22.95 

MR HELI „„ - 56 95 

HERO OF SWORD 19.95 

SUPER VOLLEYBALL 22 95 

DRAGON SPIRT 22.95 

LITTLE NINJA BOY 26.95 

ATOMIC ROBOKID 23 95 

Fl PILOT .... 18.96 

PSYCO CHASER 22.95 

SUPER STAR SOLDIER 24.95 

LEGENDARY AXE 27.95 

MANIAC PRO WRESTLING .22 95 

VE1GUES 24.95 

IMAGE FIGHT „ 23 95 

HEAVY UNIT 24 95 

GAMOLA SPEED 24.95 

BARBUMBA 24 95 

BEACH VOLLEY 23.95 



NEO -GEO 



NEOGEO 289.95 

NEO GEO + ANY GAME379.95 

MAGICIAN LORD 89.95 

BASEBALL STARS 89.95 

LEAGUE BOWLING 89.95 

RIDING HERO 89.95 

NAM 75 - 89.95 

TOP PLAYERS GOLF 89 95 

THE SUPER SPY 89.95 

BLUES JOURNEY 

(NEW) 109 95 

ASO II (NEW) 109.95 



COMPARE WITH 
PRICES 
ELSEWHERE TRADE 
ENQUIRES 
WELCOME PART 
EXCHANGE 
WELCOME 




GAMEGEAR 



GAME GEAR 89.95 

GAME GEAR ♦ PSU * 1 

GAME 116.95 

GAME GEAR ♦ PSU . 2 

GAMES ... . 132.95 

COLUMNS. PENGO. 
OEVELISH, G-LOC, 
DRAGON CRYSTAL . 
BASEBALL 91, HEAD 
BUSTERS, KINETIC 
CONNECTION. MICKEY 

MOUSE. PSYCHIC 
WORLD, SUPER GOLF. 

WOODY- POP. 
WONDERBOY, MONACO 
GP, MAPPY 
ALL £18.95 EACH 

GGA STADIUM, 
GGSHINOBI. SKWERK. 
CHASE HQ. HALLEY 
WALL 
ALL £19.95 EACH 
MAGICAL GUY, FANTASY 
ZONE GEAR. RASTAN 
SAGA. GRIFFIN, 
WAGAN LAND 
ALL £20.95 EACH 

OUT RUN 03 AUG 

PUT. PUTTER. ...23 AUG 
SPACE HARRIER 3 SEPT 



PO BOX 34 HARTLEPOOL 
CLEVELAND 
TEL 0429 231703 [1 QAM 8PM 7 
DAYS) 

TEL 0429 869459 

(4PM WW MON Ffll. 10AM-9PM 
WEEKENDS) 
FAX 0*29 B62028 



AMICOM 



FAMICOM (SCART) . ANY 

GAME 219.95 

FAMICOM (SCART) + 

2 GAMES 249.95 

GAMES 

|c = 

XUS3 — — ... 

UtBAntf :::::::::::::::: 




FIGHT 
MARK) 4 

AU 



■mesa 

JOYPAOSv JOYSTICKS CALL 

SCART EXTENSION LEAD 1995 
5CART , STERO LEADS -19 95 

PLEASE ADO CIO FOR MACHINES 

(COURIER DELIVERY) 
C* FOB hANO-HELO MACHINES 
C3 JOYSTICKS 
Cl SO HARDWARE . GAMES 
i GAMES . ACCE SSOHIl S 5EN 1 1ST CLASS 
RECORDED DELIVERY! 



WANTED 



ALIENS 




USE YOUR 

VOICE 

TO 
OUTDRAW 
THE 
GUNFIGHTER 

CASH PRIZES 



0898 - 

31 3590 



I INFOOAi PQBox 36 lSUTN Col chapes 34p Pet Mln Cheap 45p Per Mn Al Other 





IF AN ADVERT 
IS IN PRINT, IS 
IT PROPER? 

Musi jilvcrtlscmrms MT pern-ill) proper 
A fc» are nol 



The Advertising Standards \ulh»ril> nul onl> 
mormon over H50 advertisements rvory tnonlh. II ensures 
compliance with the rule | In the strict Gode nl Advertising 

practice 

So when you question an advertiser, (hey havr lo 
answer lo us. 

In find oul more about the role (.1 Ilic 
ASA. please *riie io the address 6rl<» 

Advertised Standards Authority. 
Departmenl X Brnnh House. torrlngton 
Place Undon VCI8THN 



Tlili -041 - l> danaied la thr 
lllerrataof alga •iMdirda 
!■ adtrrtlaearila 



Wembley Computer Centre. M2 High Road. Wembley. Middx. II AO 2AA 
SOFTWARE HOTLINE 081-903 9511 FAX HOTLINE 081 900 0335 

Ttirf*' |M lev* arc mail nnler tmlv 

SPEC IAI OFFER (II THE MONTH OVE8 BOM Ra1 M AV.\ii„\ni J 



HARDWARE 



NINTENDO GAME1 

Sfilam . HN _ _ 

l*>* . 

•Aagml.ngGlaia _ _ 

lUjmtnMo*.™.... 

CanyrQCm* 

•"■jlapT. ■ 

MMytea-. 

KiKUa ■ ■ ' 

XEflENDO 

naaa f 



■ - 8890 

aw 

in 

<o» 

TM 

12S9 

.14 99 
1*99 



NkHndo ConW 
Zaotw Gun 

P'THON po.MOi 

PnQaf Id ji a TC I i . |j. 

ATARI LTNX 

Canasta — ...... , i..i_Tt,' 

CoraMa PSU . Wad 9S 

Atao OgMBa UgM Aoapax * 

Lpm Pouch 

AC Aoapm ___ 

Sun Van Sci«n Guard 

laofaPrnaar _ 

Atari KICaN 

SEGA game gear 

Sooa Gam* Gw - 2 tree gamaa 

Gatro Gut - i Iras Gam* __ 

Qarna Gaar ,. _ ,,„ 

Al pavna tjf* oame avatabar Invn ti9 
■HI 

Sr^ja Uun Srataan _. 

Soga MaMar Phil .._ .. 

MEGADRIVE 
Sega NV^aO'.o *itti WorW Cup 90 Game 

Maoa*t.» . Won Cup . Moon***** . vWao 

"i f e-.ii«n 1. »!«.-■ l£99 
CDTV 



890 
II 99 
499 

M M 
'499 

11099 

120 00 
97 99 



96 



1*81 

183.1 



IBM AMIGA * ATARI I 

iflMPSITWMMbCoWof 

A.- ga box Beraa* Qoaai mm • Mb HaMan 

A/r*oa500 - 

Aimoa CUM «l la) Ma 

Amiga 1B00._ 

Arr-.gn2000 , ■ „, 

Airaaa 3000 _ _ 

*ibp 520 S'E l ■ - . i > . - 1 ■ y Pack 

Aiar io*o St r in, rmnaaaa . 

Aian MM Pac* _. 

PRINTERS 

SarlCiO 

Sia' IC200 Ccour . ... 

Sui LC24200 Coku . 

SiadCMZCO _ _ 

monttors 
pt-ijh sa33 _ 

OomcviOoie tB6*SD 



389 00 

31900 
489 00 
&9CCC 
1190 00 

?'<K 

289 CO 
M DO 
*i M 

>S900 

235 00 
..35400 
23*00 



Waxrlde atoeks all software tor the IBM 
PC Amiga Atari Commodore Spectrum 
Nintendo Lynx Game Gear Game boy 
Etc. PleaM call hotline for detail*. 



GAMEBOY GAMES 



WWF SupvStan 
«mr* 

Batman ... 

Bam- Bat 

Hoomn *j.art„r» . 
Ainairfl P«ig u n 

MPtm c».« 
BuMMOtaM 

Biiggr. Bum* 

BonW 

BadARM 

Oa0 

Cunavarua Adannra 

Cca-oim 

CHUt Palac* 

Cimmaile- 

Dnaona Lat 
DouOtaOaoon 

> Mi; c 

E-na 8aaaa 

MhOa* 

'A Mac 

Do Go Tana ~ . 

■aaaMMRj 

IBaB **• *»y ol f in,'. 

nan^on/ 

*w tVaaHno 

Hura la RedCddWt 



KM* 

"L-xjHtnaZoo 
Ku«g«o Ma. 

UmofHi Maria". 

Ma-u Uthon 



<Nw Otaam 
"••to, M 

•"'la, Adcr -^jtui 

PaoJataOM 
Pow Racar 

Qua _ _ „ 

«-TfPa 

MMHrrp 



n aaanai H Obmdi 
S-ani c Nooa 
Son* Man 

Si**" Mano LanO 
Snoccy 



19 U 
2399 

28 59 
2*59 

^ E»9 

IB 59 
2*99 
»99 

24 99 
2* »> 

29 99 
24 99 
24 99 
2' 90 

;i M 
74 99 
22 H 

24 99 

24 99 

2*99 

308* 
2*99 

IB H 

28 99 
22 99 

24 99 
2*99 
28 99 
19 99 
1999 
19 99 
2*99 
2599 

.-4 M 

.*-9 
2*99 

25 99 
22 99 
2*09 

ISM 



2509 
1999 
2S99 



( hrqor. and Poalal ordrn payablr lo WaaiMIe Ud. PiMl and packing fcl ror (ainr. £2 Hardware CS 
Machin« O*craeat£3.90 per Item. Under £10 pleaae add £1 ovcraea* fcl fM) per Hem. All price* 

: . I ■ I . VAT (Ktoda deapalrhrd on day ol order TELE PHONE HOTLINE OS1-0O395I1 
CAI.L US SOW POR MORE OFTAII-* ANI) INFORMATION' 



[THE ULTI MATE FOR CONSOLE ENTERTfl 1 NM £ NT 

mrm 35 Cultercoats Road. Hytlon Caslie, Suoderland, SR5 3AZ.ESB H 

■■ Oftca Hours : Mon-Thurs (9 till 7) and Fri-Sat (9 bll 5) 



SEGA MEGADRIVE : SUPER FAMICOM : P. C. ENGINE 
GAMEBOY : GAME GEAR : RING FOR LATEST DEALS 



MEGADRIVE 




FAMICOM 


Sonic 


£ 33.99 


Act raiser 


Hardball 


£ 35.99 


F-Zero 


Marvel Land 


£ 34.99 


GradJus III 


Alien Storm 
Star Control 
D. J. Boy 


£ 33.99 
£ 38.99 
£ 18.99 


Pitotwings 
Super Mario 
Hole In One 


*-l 1 Ml x _ 

Ghostbusters 


£ 18.99 


Tel 091 5498807 


Musha 


£ 18.99 


Twin Hawk 


£ 18.99 


GAME GEAR 


Axis 


£ 18.99 


Shlnobl 


Eswat 


£ 18.99 


Micky Mouse 


Dick Tracy 
Arcus Odyssey 


£ 27.99 
£ 33.99 


Worvdertjoy 
Chase H.6. 


Gaiares 


£ 27.99 


G - Loc 


Hard Drfvin 


£ 18.99 


Monaco 


Mckey Mouse 


£ 22.99 


Devilish 


MaglcaJ Hat 
Sword of Sodan 


£ 22.99 
£ 18.99 


Pengo 

For USA add 


Tel 091 5498807 


For Latest 


Tel 091 5498807 



36.99 
37.99 
35.99 
37.99 
38.99 



£ 37.99 



23.99 
21.99 
21.99 
21.99 
21.99 
21.99 
21.99 
21.99 
2.00 



El 



S3 



CARTRIDGE EXCHANGE SERVICES' 

We also stock a vast selection ot used carts in our 
swop shop priced trom £12 and exchanges from £3. 



M EGfl WARE HIRE CLUB 

Why buy when you can hire from our vast selection of 
carts. We have over 130 MEGADRIVE titles, 150 on the 
P.C. ENGINE and all FAMICOM & GAME GEAR carts 
in multiples of six to ten so there Is little or no waft for 
your selection and remember we were first on the scene 
and will remain the U.K.S No 1 PREMIER HIRE CLUB. 
LIFE MEMBERSHIP £5.00 and hires from £2.00 per week 

FOR MORE DETAILS SEND LARGE S. A. E. 
ATTENTION RUN JAP CARTS ON YOUR BRITISH 
MEC*ADRIVE - CONVERTOR NOW ONLY £ 9.96 



COMPUCADE 

96 St Mary Street, 

Southampton. 

SOI 1PB 

(0703) 330257 
OPEN 10am - 10pm 

NEW & AS NEW AMIGA & ST 
GAMES & UTILITIES 
HUNDREDS AT HALF LIST PRICE !!!!! 

A FEW EXAMPLES OF OUR PRICES 

Battle Command 13.00 

Betrayal 14.50 

Corporation 12.00 

Days of Thunder 12.1 

F16 Combat Pilot 13.00 

Gods 13.) 

Golden Axe 13.( 

All prices include VAT & delivery 

Please phone for our full list 
Limited quantities so order quickly 



GAME BOY 




ReDel forces are attacking the 
Death Star. Jawas are stealing 
your landspeeder and 
Chewbacca needs a shave. What am I 
talking about? Star Wars of course! And 
soon, Gameboy owners will be able to 
join the fun thanks to LucasWm Games 
and Ubtsoft This sneaky French firm has 
managed to snap up the rights to devel- 
op and market a game based around my 
aH-bme favourite swashbuckling sci-fi 
movie 

'Star Wars is the perfect theme for 
Gameboy," indicates Ubtsoft's Christine 
Quemard, *The movie is |ust lAe one big 
video game. Star Wars will be one of the 
most exciting games available for 
Gameboy* 

Gameplay will be similar in style to the 
NES adaption from Lucasfilm Games and 
JVC Musical Industries. Both titles follow 
the plot of the Mm, recreating the space 
combat and other great acbon 
sequences, culminating In the attach 
against Darth Vader's Death Star in a 
rebel X-Wing starfighter. 

Trouble is, we're going to have to $rt 
tight for at least seven months before 
weH get a chance to use the force and 
kick some baddie butt Don't know about 
you, but I can't wait to give it a go 

Everybody is kung lu fighting in 
Double Dragon H from American gaming 
powerhouse Acclaim Entertainment, Inc. 

As beat-em to-death-em-ups go, this 
martial arts series should go into the 
Bruce Lee record books of fun fisticuff 
frokcs and power punching performance. 
Take a tnp to your local arcade to sam- 
ple tts aggressive addiction factor lor 
yourself, I promise you won't regret the 
effort. 

Like the previous Double Dragon, Silly 
and Jmmy Lee battle street thugs with a 
combtr-ation of fancy moves and more 
conventional tactics like head butts and 
shin kicks Don't get mad, get bad. 

Cowabunga dudes! Another ho hap- 
pening sequel is making its way to the 
Gameboy. Konami's Teenage Mutant 
Mnja Turtles II leatures all those sewer 
and sidesbeet locabons kids have come 
to love. Question is, can the teenage tur- 
tles sti cut it against tough competition 
from the Simpsons. Terminator 2 and 
UC Hammer ■ 

Based around the original corn-op 



arcade video game, the turtles try to 
save April O'Neil from the sfcppery 
scoundrels Shredder and Krang. Players 
set the difficulty as Ihey make turtle 
tracks through six challenging levels and 
bonus pizza-coiectmg stages. When tur- 
tles break the law they're arrested, but 
players can rescue them once certain 
pcnts have been reached m the game. 

Konarm is expecting more great sales 
with this neat release by targeting the 7- 
1 1 year-old gamer. After all. nearly a rrol- 
kon copies of the first turtles title have 
been sold so lar. Need I continue? 

After the joint-promotions with savoury 
sn ackers Walkers and Smiths, it seems 
Nintendo has got a taste for fast food 
and so the company is preparing a media 
blitz with burger masters McDonald's. 

Although none of the details have so 
far emerged. I think it's a fair bet thai 
such a deal would include some sort of 
Super Marto Bros lunchbo* and cheap 
toy figures from popular Nintendo 
games. Thankfuly. I doubt whether we'll 
see a 'Mano Burger' or 'Zetda Shake' (ust 
yet. 

The high-speed fulkontact play in 
Blades of Steel puts Paul Newman's 
Slapshot him firmly in the shade. 

One ol the first hockey tides for the 
Gameboy. you can choose from eight dif- 
ferent teams tor practice, exhibition or 
tournament play There's no time for rest 
as you pass, check, fight, shoot and, 
yeah, slapshot your way to the final 
match and overall victory. 

Konami's Blades of Steel offers one or 
two player options and will be available 
from next month 
TAME THE GAME 

Wipe those PIPE DREAM problems away 

with these perky passwords; 

LEVEL 5: HAHA 

LEVEL 9: GRIM 

LEVEL 13: REAP 

LEVEL 17: SEED 

LEVEL 21 GROW 

LEVEL 25: TALL 

LEVEL 29: VALI 

In case you also own another vtdeo game 
system, these codes work on all versions 
of the game! 

When the BATMAN Wfe screen is dis- 
played, push OJpper Right! and [Start] for 
a sound test 

Conquer GARGOYLES QUEST with these 

passcodes: 

ZGBZ-ABYP=four levels 

EAGG-TN99 -eight lives 

K8EE-5WBO-ten lives 

HSD6-JHQQ Puts you on the third level 

Extend your Ume as a NINJA BOY by 
simultaneously holding down [Start), [A] 
and [B] when you d»e. 



KawaMU 





Seoa Megadrrve 11499 

Seoa Megadrrve * Game 1 29.99 

Megadrlve Damn 

Allen Sttxm 30.99 

Bare Knuckle (won) 30.99 

Bonanza Brothers 30.99 

Fantasia (soon) 30.99 

F"cky 22.99 

Hardball 35.99 

John Maddens 34.99 

Magical Hat 20.99 

Marvel Land 30.99 

PGA Tour Golf 34.99 

Raklen Trad 37.99 

Samt Sword 30.99 

Sonic The Hedgehog 34.99 

Star Control 35.99 

Strider... .27.99 

Street Smart (soon) 30.99 

Wrestle War 30.99 



Nintendo Super Famlcom 229.99 

♦ Game 249.99 

Super Famlcom Games 

Actraizers 37.49 

Area 88 (soon) 43 99 

Dimension 4 (soon) 43.99 

Dodgeoail (soon) 43.99 

Final Fight 39 49 

F - Zero ,.37.49 

Ganba League Baseball (soon) 43.99 
Super Ghouls tf Ghosts (soon) 44.99 

Super Marioworid 39.49 

Super R-Type 43.99 

Ultra man 40.99 

PC Engine 144.99 

PC Engine GT Handheld 234.99 

PC Engine Games (latest) 30.99 



Accessories 

Megadrlve Joypad 12.99 

Megadrive Japanese Converter ..9.99 
Megadrrve Arcade Powers tick 29.99 



Gameboy Deluxe 64.99 

Gameboy Games (latest) 23.49 



SegaGamegear 99 99 

Sega Gamegear » Game 122.49 

Gamegear Games 2349 

* PHONE FOR THE LATEST RELEASES AND ALL OTHER TITLES * 

PLEASE ADO PI OOp^TOOAI«9AHDCSOOTOCOMKX£SFOBl«CLAS8RECOflOEO DELIVERY 
ALL CONSOLES CARRY A 12 MONTH GUARANTEE 



Ukortd : go Moppln St Sheffield SI 40T (Q7*g) 795799 




Ri^^ and a CD 

S^NAUGHTY 
W TRIVIA QUIZ 
0839 03 03 28 



ROCK 
TRIVIA QUIZ 
0839 03 03 26 



FOOTBALLTRIVIA QUIZ 
0839 03 03 27 



5p pet 1 to cheap 'me 1 to txret ornei 
OueSFl PO Bo* 3000 London NJO MS 
«e«e tot pem-mon Dffcre you call 



pink pages 



SUPER FAMICOM 



T, 




The race to get software 
ready (or the US release of 
the Super Famicom (Super 
NES. as it'll be called) is continuing 
apace, and things are beginning to 
look very interesting. 

The recent Chicago CES Show 
gave a good indication ot what was 
coming out, but since much ot the 
product was at a very early stage - 
many games had been in develop- 
ment for literally a few weeks (caus- 
ing some dozy berks to think that 
they were all crap) - it generally 
looked poor when compared to the 
rows of spanking new, virtually fin- 
ished games that were on display at 
the Sega stand. 

Still, there were some golden gems 
around, the most impressive of 



which is Super Ghouls YT Gfiosrs. I 
don't know what planet last month's 
writer of this column was from, but 
the game isn't anything like the 
arcade original ■ it's merely based 
on it. The first level features great 
mounds of earth which burst 
upwards as you walk across the 
ground, cages filled with goodies, 
and newer, tougher baddies. 
There's also a range of new 
weapons with which you can 
unleash major death and destruc- 
tion. It's definitely the best Super 
Famicom game yet seen, with 
graphics and sound that'll blow you 
away. Keep a watch out for it. 
Another joystick-throbbmgly good 
title is Super R-Type. Again, if s not 
a straight arcade conversion, but Is 
based on the machine. The first 
level is all-new, and features a back- 
drop of beautiful planets and stars. 
There is, of course, plenty of alien 
scum to blow into the middle of 
next week, and there's a variety of 
new and familiar weapons with 
which to do so. It looks a cracking 
game, and is one that shoot 'em up 
fans should get hold of when ifs 
released later on this month. 

Caveman Ninja is a very new 
Data East coin-op. and I was pretty 
surprised to see what seemed like a 



flawless copy on display at Data 
Easfs stand. I looked underneath 
the display, just in case they were 
pulling a fast one and had a coin-op 
PCB lurking underneath, but lo and 
behold there was a Super Famicom 
with a Caveman Ninja cartridge! It's 
a really neat beat 'em up in which 
you guide a wacky cartoon-style 
caveman across a zany cartoon- 
style backdrop, kicking the seven 
shades of shinola out of ker-a-zee 
cartoon-style baddies. In fact, the 
only annoying thing about the game 
is that it won't be available until 
early next year. Ah well. 

Tradewest enter the Super 
Famicom market with /van 
"Ironman" Stewarts Super Off-Road 
Challenge, a faultless copy of the 
Super Spnnf-inspired coin-op. The 
game looks, sounds and plays per- 
fectly, and apparently uses the 
same code and the same player 
systems as the original arcade 
machine. Hot potato! 
I also like the look of Wrestlemama 
Challenge. Starring the most 
famous of those beefed-up ham 
actors that play out utterly hilarious 
WWF wrestling sketches on satellite 
telly, this is could be the best 
wrestling game yet. The early demo 
I've seen sports some excellent 



graphics - the on-screen wrestlers 
really do look like the "real life" char- 
acters • I saw Hulk Hogan and the 
Ultimate Warrior - and the animation 
and sampled sound effects are both 
superb. Judging by the immense 
popularity of the sport, I think this 
could be a massive seller! 

But what I'm looking forward to 
most of all are Electronic Arts trio 
of sports games: John Madden's 
Football, Laker's Vs Celtics and PGA 
Tour GoH. I saw very, very early 
demos (the John Madden's one was 
about a week old and was finished 
two hours before the show!) and 
having spoken to the programmers, 
I think all three could be amazing. 

They'll basically be the same as 
the Megadrrve versions, but with 
enhancements wherever the hard- 
ware allows it. So expect zooming 
followmg-theoall 3D effects in PGA 
Tour Golf, and even more detailed 
graphics in John Madden's Football 
Yowzer!! 

Finally, if you're thinking of buying 
a PAL Super Famicom, thoroughly 
check it out and make sure you've 
got a guarantee from the retailer. 
Many PAL machines are unreliable, 
and often overheat. If possible, buy 
a SCART model. 

JULIAN RIGNAli 



The BEST Choice For All Your Computer Needs 
20 Ol afield Circus, Off Whit ton Avenue West, Wort holt . Middlesex- 
Telephone : 081-575-1171 
Opening times Mon-Sat 9.15 am - 5.00 pm (ORDERS & ENQUIRES) 

7.00 pm - 8. 30 pm (ORDERS ONLY) 



"This is just a small volume of the many thousands of games 
that we have on offer for all the consoles available". 



SUMMER SIZZLERS AUGUST / SEPTEMBER 1991 



SEGA MEGADRIVE (Pal) £130.00 

{Scan) _ £130.00 

JAPANESE ADAPTOR (Allows Jap games onto UK macfiine) £1 0.00 

SEGA ARCADE STICK -..£36.00 

SEGAJOVPAD ....£14.00 

TOP 1 1 GAMES FOR MEGADRIVE 

.£20.00 

..£36.00 
..£34.00 



M<ckey Mouse 
MKJnighi Resistance 
Bonanzo Bros 
Stricter 
Super Airwolt 
Gynoug 
Eswat 

Super Monaco GP 



■ HMittlittHlll4Hl)4hhH*l»|t»** 



IHtitHHMlflhH 



Innttw **** ****** »MM *•* >■ —MM* MM*** 



£20.00 

£34.00 

£33.00 

— i -£25 00 

..._.,.„„,.„ _ .....£34 00 

John Maddens American Football „ E36.00 

PGA GoH — - £37 00 

Sonic the Hedghog C3S.O0 



SEGA GAME GEAR (Comes with two free games) £140 00 

ALL SEGA GAME GEAR GAMES _ £25.00 

NINTENDO 

NINTENDO GAME BOY _ E65 .50 

LIGHTBOY (Clip on light) £19.00 

HARD CARRYING CASE (Cames Gameboy & 4 game carte) _ £14.00 

TOP GAMEBOY GAMES 
WWF Wrestling Mtchey mouse 2 

Gremlins 2 Hunt (or Red October 

Super Mano Chase HQ 

(ALL AMERICAN GAMEBOY CARTS £24 00 

(ALL JAPANESE GAMEBOY CARTS £22 00 



EXCLUSIVE!! 



We are now taking orders for the SEGA CD-ROM machine at a coot prize 
or £300 (Please note that ordering will take up to 3 weeks) 
SEND NO MONEY NOW - CALL FOR DETAILS 
ALSO 

Buy either a Megadrivc or Famicom and you will be entered Into our 
mad price give a way. PrUemoney £500 smokers given away each 

month 

£1000 every six months (combination of the past 6 months) 

AND FINALLY FOR A CHRISTMAS CRACKER PAYOUT £5000 

If you like being given money then buy one of these MEAN MACHINES. 

STOP PRESS. ...STOP PRESS.. ..STOP PRESS. ...STOP PRESS 
Any consoles bought between now and September will be sold at half of 

the original price. 



HOW TO ENTER COMPETITION 

All you have to do is buy your machine from Studio 
Software, your details will be entered automatically 
All winners will! be notified after the competition and 
winners will be listed in our ad in next months Mean 

Machines. 
Remember if you're not in you can t win 



ACCESS AND VISA WELCOME 
All cheques made payable to : 
STUDIO SOFTWARE COMPUTING 
ALL GOODS DESPATCHED WITHIN 3 WORKING DAYS 




FLAMES OF FREEDOM: 
MIDWINTER 2 

Microprose • Atari ST £24.99 • 
Amiga £24.99 • IBM PC £TBA 
Now this is a challenge; how do 
you sum up a huge game like 
FoR The big thaw has set in, 
and Midwinter Is now Agora, 
the island HQ of the Atlantic 
Federation. You play one of 
their crack agents with the task 
of scuppering an impending 
attack by the evil Saharan 
Empire. The majority of the 
game takes place in a massive 
solid-3D world, with your spy 
able to use any mode of trans- 
port he/she may come across, 
everything from on-foot to heli- 
copter. But this is no shoot-'em- 
up. There's more than enough 
strategy and subterfuge to keep 
any non-arcade fan happy. A 
major contender for game of 
the year - alreadyl 

• ACE RATING 950 ON ATARI ST 



Do you know, I 
hate writing the 
intro to Hot Off 
The Shelf. I mean 
take this month, 
for example. What 
on Earth is there 
to say about the 
Merry Month of ... 
er... September? 
Nothing, that's 
what! 

Surely you 
know the score by 
now: the top 
games from the 
last three months 
sliced 'n' diced for 
your delectation. 
0h r and there's a 
smattering of clas- 
sics too. Read on... 

BATTLE CHESS 2 

Electronic Arts • Amiga £24.99 • 
Atari ST £24.99 • PC £29.99 
Sequel-rtis spreads from 
Hollywood to the computer 
industry! This time round the 
rules are based on the Chinese 
variant of Chess, which intro- 
duces some new moves, has a 
river bisecting the board (which 
some pieces can't cross) and limits 
the King's movement to an 



'Imperial Palace'. As before the 
board is viewed in 3D, with all 
the pieces taking' each other in a 
variety of amusing and well-ani- 
mated ways. While a bit slow and 
irritating running from floppies 
due to all the disc swapping . a 
hard disc shows the game to be 
far faster and more lethal than 
normal Chess. A game that 
should keep even the most jaded 
Chess fan happy. 

■ ACE RATING 895 ON IBM PC 



BOULDERDASH 

Victor Musical Industries • 
Gameboy ¥3400 (Import) 
Yet another steal from the 
aging C64's catalogue of great 
games. Hey kids, remember 
this? Guide cute and cuddly 
Rockford around umpteen 
(that's journo-speak for more 
than can be counted on one 
hand) mazes of boulders and 
meanies in pursuit of diamonds. 
But bear in mind that digging 
around boulders can make 
them tumble down on your 
headl An arcade puzzle game 
of the most addictive kind and 
yet another game ideally suited 
to Nintendo's B&W handheld 
wonder. 

• ACE RATING 908 ON GAMEBOY 



CHUCK Y EAGER S AIR 
COMBAT 

Electronic Arts • Amiga £TBA • 
Atari 5T £TBA • PC £29.99 
The two previous Chuck Yeager 
games were exemplary In every 



respect save one: there were no 
guns! Fine for the Ban-The- 
BombAVear-Flowers-ln-Your- 
Hair brigade, but more than a 
little disappointing for the rest 
of us. This latest outing with the 
grizzled old vet rectifies that 
complaint... and much more 
besides. Pilots can fly 'planes 
from either WW2, Korea or 
Vietnam in a number of mis- 
sions. Even more fun is the abili- 
ty to pit, say. a Mustang from 
WW2 against a Phantom from 
Korea. High realism means this 
isn't one for the pick up 'n' play 
brigade, but it's a fine purchase 
for the sim fan looking for a 
challenging and long-lasting 
experience. 

« ACE RATING 900 ON IBM PC 



F-1 4 TOMCAT 

Activision • Amiga £TBA • 

Atari ST £TBA • PC £TBA 
One can't help feeling that F-14 
Tomcat is going to have some- 
thing of an uphill struggle to be 
noticed, what with the recent 
release of a whole slew of top- 
notch flight sims, such as US 
Gold's Jetfighter II and Chuck 
Yeager's Air Combat. To be per- 
fectly honest F-1 4 is inferior to 
both these competing titles, but 
it's still a high-quality product. 
The biggest criticism is that it's 
very hard to lose. Eject and let 
the jet crash into the desert and 
nine times out of ten Command 
will return you to active duty 
without even a ticking off. 

> ACE RATING 854 ON IBM PC 



4D SPORTS BOXING 

Mindscape • Amiga £24.99 • 
Atari ST £24.99 • PC £24.99 
This violent clash between two 
solid-polygon generated 
pugilists is the best rendition of 
the 'noble art' yet seen on a 
home computer. The use of 
polygons allows the action to 
be viewed from absolutely any 
angle, and a video playback 
option allows you to watch that 
decisive upper-cut again and 
again. Highly realistic, some 
great polygonated expressions 
of anguish on the fighter's 
faces, a huge range of moves 
and a tot of work to be put in if 
you're to become World 
Champl 

« ACE RATING 900 ON IBM PC 



GODS 

Renegade # Amiga £25.53 • 
Atari ST £25.53 • PC £TBA 
Renegade crash onto the 
game's scene with this, their 
first release - and what a corker 
it is too! Set in Ancient Greece, 
the player controls a hunky war- 
rior who must be guided 
through four levels of plat- 
forms, monsters and puzzles to 
a face-off with Something Very 
Nasty in the Underworld. Okay, 
so Renegade win no prizes for 
the written-by-computer plot 
but the implementation is 
something else - superb graph- 
ics, intelligent aliens (and they 
are smart, too!) and bags of 
clever surprises and secret 
bonuses to discover. It seems 
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MAIL ORDER SOFTWARE 

Tel : 0767 600984 



1 F*d up Ubatf to tntwwr p<ion»i> 

2 Waning *(«• *w MftNira' 

1 Art you tooting for rufTriantfy euMomer 

LOOM f»0 FURTHER! 
(hng 0767 600984 

i " Mi your « i : t» J r p «Ml 

You'll M iIM you flkft 



50 Holme Court Ave 
Biggleswade 
Beds. 
SG18 8PE 
Opening hours 
Mon - Sat 9am - 6pm 
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SEGA MEGADRIVE (UK) PRICES 



Ala. K<od Eoe M . 23 99 

AmoM PW*m OoB 2999 

BudcW — , 3Ut 

CyD»mtf._,_„ _ 78 M 

Forconan Wbndt 26 M 

GhMButim — , „ 28 99 

bWbM *— i ,. I... - MM 

WW- ~__ MM 

i i . i 3299 

J0h» Madden* FMM 3299 

UdujiUouM 3299 

MoonMiun i «Sao 32.99 

PGA lour Go« 32 99 

P-*-Uiy Slv 2 _,.„ .MM 

Populous 32 99 

FbM»3. , 29,98 

Revangfl al >MW9M. ———,-„_.. ... 2999 

SpMH«tn*2 ..Jft99 

Sonet* MMoahog 2909 

Slat Control , ■ 3999 

SocvBbmNm* 2199 

WapttOmmin^ , „ fJF.ff 

SulWMngOn. 2999 

Super ThunoertMOe 2999 

frrt 1 linden , . W9t 

TtunMiWci; ..29.99 

WonU Cup Ma N 93.99 

Xatyt k * 32.99 

ifo W«g ttf ro> nao pncei 

Zoo*" _ .... 7399 

BUSINESS, EDUCATION AND 
UTILITY SOFTWARE AVAILABLE 



BtaKi lints nil n 

«09wi 199920991999 
AIDI«*Uw7Bn .3699 
Am<urC*Oao*l649. 1649 

MHO 1« 491199 14 49 

Mamt -.1949-.- 1649 

■act toll*} 164916991649 
BM 209921.49...- 
H** T* mpur 

■«<^ 164921491649 

Hm-i bum 1699 1(99 

BfWrA »»...- _ .20 99 

MitoM 164921491644 
91*1*11 19.99.2199 14 <H 

MR 16*9 1649 

CaSawr^ttCM Wwatrtr 
C#»»rCsn. .7 99 7 99-799 

Ourt»Kk....l6.«9_.< 1(4) 

-.ir-n»« 164921491649 

CibMtan J 16.91 - 

Smirk IWUf R9999BI 

EMancts 

ii»Vm< 14.49 

(iwSIjb 1*49-.- - 

164921491649 
F152SM2 21 99 » 99... 

f 16 TXm 3...... 

F16Cam» 164917491649 

fHM.MMl 149 



149 

_ S» 



•«n»wii| 5 99 

taK __16.49._-_ 
GoUtnA* .1649.. - .1649 

Cfr-neJOM . 29 99 

»m>Qi-nl 164917491649 

I9M9991I 1-MI749I649 



■*nCt— I 164921491^4* 

-B-nrrr- 16.99 » 99 16 'H 

uW-nODo-P.1699.- It. 

M»tm . ■ . 21 99. 

Vr|WM«*r »99 269920.99 
HtuWor* Uto-nirct 

"40— <■ 2 24 99 29 99/4 99 

•4-_B - 1649 17491649 

.... 1949 1949 

•m«-*9di1b49-. . 

W Hmmm toi <*• arc 
*w«m»V*f 2099 71 4970*9 
Pr»0-«ir7 164917491649 
»«NMo* 164917491649 

f»:«(-_HI»7!649 - - 

fl-*0* 1*00*2 1 9925 99 21 
-*-r-»-_.«<6_0992149. 
-tcntl*n-*,16W71 4916 99 
VwtMOn.»l6 99 .16,99 
_-l#4WW*.I64S 21 491649 
SpB-BWI .1949.- 1649 
Sort H Emj* 20 99 21.99....- 

-W*' 19.49.17.49-.. 

-IihtO* 19.9I._- 

u - . 1649 1649 
Wwu-I 20 99 21 99 20 99 

-n« W - - c-m 
*>.; -.114921 49 16 « 

m 1949 _• 16.49 

■mm* G .1949.1 14916*9 

Vr.»i } 1449 ... .1649 

16491749I649 
1449... ...1449 

1649 20991649 
2099. 2099 
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niS IHW .Ml MU9E. MOti. MOD.! 
hi \m. nioNi; urn »».»: luti>f am oTHms 



*MH_» A&00 ONLY 

AMIGA A_00 OEM 

AMIQ4 4500 OEM - 1 MEO 
-tQA MEGAOHtvE ■ OAMI 
IYNM CONSOLE . POtm 



Pleue make cheques / PO payable to Voyager SoMuafe. All prices tnc VAT UK add £1 (or 
P&P pe> .orMare item EC add £2 Non EC add £3 Hardwaro add £5. 





SATURN 
SOFTWARE 

Large selection of games 
available for the Atari 
ST and Amiga. 

For details write to : 
Saturn Software 
3 Woodland House 

Woodland Rd 
London Nil 1PN 

or phone 081-368-2701 





that the Bitmaps can do no 
wrong. Roll on Magic Pockets. 

• ACE RATING 906 ON AMIGA 



HEART OF CHINA 

Dynamix/Sierra • Amiga £TBA 

• IBM PC £40 85 

Set in the 1920s Asia, you play 
'Lucky' Jake Masters, a down- 
on-his-luck pilot who's started 
turning to the bottle for solace. 
Desperate for money you accept 
the job of finding the kid- 
napped daughter of a wealthy 
businessman, a task that takes 
you deep into the heart of revo- 
lutionary China... It all adds up 
to a rip-roaring adventure 
through the East, featuring an 
exciting plot, the ability to 
switch between characters, apt 
arcade sequences, some gor- 
geous VGA graphics and highly 
atmospheric soundtracks. Every 
Dynamix release improves on 
the last, and Heart of China is 
no exception. An essential pur- 
chase for your PC. 

• ACE RATING 910 ON IBM PC 



JETFIGHTER II 

Velocity/US Gold • Amiga £TBA 

• IBM PC £39.99 

Designed by Bob Dinnerman (of 
F/A-18 Interceptor fame), this is 
arguably the best flight sim on 
PC. Boasting a huge 125 mis- 
sions and some state-of-the-art 
3D, the accent is firmly on 
payability rather than rigorous 
technical accuracy. One of the 
cleverest features is the 
Adventure, in which you play a 
deadly game of tactical Chess 
with an enemy invasion force, 
first flying an attack mission 
then defending against the ene- 
my's counter-attack, with the 
aim of driving the enemy forces 
back and eventually out of 
America. 

• ACE RATING 935 ON IBM PC 



LEMMINGS 

Psygnosis • Atari ST £24.99 • 
Amiga £24.99 • PC £24.99 
In an age of ever-faster vector 
graphics and smoother parallax 
scrolls, Psygnosis was the last 
company expected to release a 
simple-looking game based on 
the suicidal tendencies of some 
cutesy little rodents. The object 
of the game is beautifully 
straightforward - you must 
guide a certain number of ran- 
domly-meandering lemmings to 
safety from one end of a peril- 
strewn level to the other.. You 
can endow chosen lemmings 



with a range of special abilities, 
such as climb or dig, with which 
you can get them past traps and 
obstacles. Incredibly playable 
and addictive, it's a game that 
will hopefully encourage pro- 
grammers to spend more time 
on a game's gameplay 

• ACE RATING 910 ON AMIGA 



LOGICAL 

Rainbow Arts • Amiga £24.99 • 
Atari ST £24.99 • IBM PC £24.99 
Will this game make you lose 
your marbles? This latest addi- 
tion to the ranks of arcade puz- 
zlers presents the player with a 
'board' made up of gulleys and 
rotatable dials. Marbles roll 
down the gulleys and can be 
slotted into one of four slots in 
each dial. The aim is to explode 
all the dials on the board by fill- 
ing all four dial slots with mar- 
bles of the same colour. It all 
starts of easily enough, but later 
levels feature complications and 
restrictions far too bizarre to go 
into in the small space available 
here. Infuriatingly addictive. 

» ACE RATING 895 ON ATARI ST 



MANCHESTER UNITED 
EUROPE 

Krisalis • Amiga £25.99 • Atari 
ST £25.99 • PC £29.99 
With the original Manchesfer 
United selling over 100.000 
copies, I suppose a sequel was 
inevitable. This time around you 
can try and take 'the Boys' to 
victory in the UEFA, European 
and Cup Winner's Cups. The 
game is viewed in side-on pseu- 
do-3D, and while it's not the 
fastest footy game around (the 
classic Kick Off still holds that 
title) it's without doubt the 
prettiest, with a wide range of 
animations for nearly all the 
footy moves. Add the polished- 
till-it-gleams front end and 
some nice player manager ele- 
ments, and you have a great all- 
rounder for any fan of the 
National Sport. 
• ACE RATING 855 ON AMIGA 



MARTIAN DREAMS 

Origin/Mindscape •Amiga 
£TBA • PC £36.99 
Game scenarios don't come 
much weirder than this. By 
means far too contorted to go 
into here, the player is acciden- 
tally shot through Space to 
Mars inside a Jules Verne- 
inspired Space Bullet. If this 
wasn't strange enough, also 
along for the ride are such con- 
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temporary luminaries as 
Stgmund Freud and Nikola 
Teslal Once crash-landed on the 
Red Planet, the adventure really 
begins, with vicious vegetables 
on the prowl, the survivors of a 
previous Bullet expedition to 
find and the ruins of a dead 
civilisation to explore. Origin 
fans won't be disappointed and 
neither will anybody else. 

* ACE RATING 928 ON IBM PC 



PIPE DREAM 

Et/Lucasfilm • Gameboy £25 
(Import) 

Most readers will probably be 
more familiar with this game 
under its original title of 
Pipemania. All the action takes 
place on a 10 x 7 grid. Using a 
cursor you have to drop varying 
sections of piping onto the grid, 
with the aim of making a 
pipeline for 'flooz' to flow 
down. Should the flooz leak 
before it has passed through a 
set number of pipe sections 
then it's game over. Later levels 
introduce directional pipes (the 
flooz MUST flow a certain way) 
and obstacles. Infuriatingly 
addicitive - it's the sort of game 
the Gameboy was designed for. 

• ACE RATING 910 ON GAMEBOY 



POWERMONGER 

Electronic Arts • Amiga £29.99 

• Atari ST £29.99 

A new computer classic, with 
the highest ACE rating ever. You 
play a warlord, exiled from your 
homeland along with twenty 
followers, who has just landed 
on the shores of 200 islands, 
ripe for conquering. 
Unfortunately the current resi- 
dents are not quite so keen on 
your enforced leadership, and 
will do all they can to resist you. 
Using a similar viewpoint to 
Populous, the landscape is here 
polygon-based and thus can be 
manipulated in just about any 
way you require. The excellent 
visuals are supported by highly 
atmospheric sound. All control 
is by mouse, and couldn't be 
easier. To play it is to worship it. 
An absolutely essential buy. 

• ACE RATING 973 ON AMIGA 



PRINCE OF PERSIA 

Broderbund/Domark •Amiga 

£24.99 • Atari ST £24.99 • IBM 
PC £24.99 

A game that could so easily go 
unnoticed and unloved by the 
shelf-scouring hordes looking 
for the latest licence. The 
graphics, when static, are fairly 
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unimpressive (although they do 
get better on the later levels), 
but when they move... The ani- 
mation as you guide a young 
Prince through umpteen levels 
of platforms, pits, spikes and 
swordsmen is quite excellent 
and life-like. And the gameplay, 
although it may sound unin- 
spired, is as good as the graph- 
ics. Some of the action has a 
real /ndy-style cliff-hanger 
aspect to it. Miss this and you'll 
be crying for weeks! 
• ACE RATING 915 ON AMIGA 



R-TYPE 

IREM •Gameboy £24.99 
(Import) 

In one fell swoop, this conver- 
sion of the classic coin-op 
snatches the crown of Top 
Gameboy Shoot-'Em-Up from 
Nemesis. All your old favourites 
are here: The Force; beam 
weapon power-up; Giger-esque 
end-of-level aliens; frantic 
actions; sweaty palm excite- 
ment. How do the programmers 
manage to pack so much into 
such a small package? Only 
IREM have the answer! If 
there's one niggling fault it's 
the warbling soundtrack, which 
cuts out annoyingly everytime a 



sound effect is played. 

- ACE RATING B20 ON GAMEBOY 



SAVAGE EMPIRE 

Origin/Mindscape • PC £34.99 

• Amiga £TBA 

Using the Ultima VI interface, 
Origin have taken a side-step 
from the medieval world of 
their previous games, and now 
plunge you into a nightmare 
scenario where you control a 
party of characters mysteriously 
transported to a dinosaur- 
infested Lost World. A good 
yarn well told and - hard to 
believe I know - actually better 
than Ultima VI. 

* ACE RATING 955 ON IBM PC 



THE SECRET OF MONKEY 
ISLAND 

Lucasf ilm/U5 Gold • Amiga 
£25.99 • Atari ST £25.99 • IBM 
PC £25.99 

Monkey Island is the latest in 
the series of animated graphic 
adventures pioneered by Sierra 
but now proving a nice little 
earner for Lucasfilm. You play 
Guybrush Threepwood whose 
ambition is to become a fully- 
fledged pirate. This entails a 
lengthy (30 hours is Lucasfilm's 
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estimate) quest through a world 
populated by scurvy knaves and 
assorted cut-throats. Game 
interaction is made easy-as-pie 
by the simple point-'n'-click con- 
trol. By turns both tense and 
funny, the absorbing atmo- 
sphere is only slightly marred by 
the overuse of the '™' symbol. 

• ACE RATING 922 ON AMIGA 



SONIC THE HEDGEHOG 

Sega/Virgin • Megadrive £34.99 
Aaaah, Sonic the Hedgehog. At 
last a quality title for Sega's lit- 
tle black beauty that really 
shows what the machine can do 
in the hands of the inspired. It 
certainly makes up for the likes 
of Ka»Ge m Ki and Midnight 
Resistance. Believe me, you've 
never seen a platform game 
move this fast. And thankfully, 
clever game design has ensured 
that high speed doesn't mean 
high unplayability. But better 
than Mario! Well, perhaps not. 
It lacks the Nintendo giants 
depth and long-lasting chal- 
lenge. But it's a cracking game, 
none-the-less, and you'd be a 
right fool to miss it. Can't wait 
for Sonic 21 

t ACE RATING 925 ON SEGA MO 
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STRIDER 

Sega/Virgin • Megadrive £39.95 
This coin-op conversion was 
reviewed some time ago on 
home computer. Thankfully, the 
Megadrive incarnation is 
supremely superior - if you did- 
n't know better you'd swear 
you were playing the arcade 
machine. Strider Hiryu has to 
jump and tumble through levels 
of arcade-perfect action. 
Stunning for its graphics, sound 
and gameplay, Strider is a must- 
buy for any Megadrive owner. 
* ACE RATING 919 ON SEGA MD 

SUPER MARIOLAND 

Nintendo • Super Famicom (inc. 

with grey-import console) 
Could this be the best platform 
game available? The game fol- 
lows the seemingly never-end- 
ing adventures of Mario, as he 
jumps and joy-rides his way 
through 99 sub-levels of plat- 
form action. What makes the 
game so special - apart from its 
superlative graphics, stunning 
sound FX and super-satisfying 
control - is the never-ending 
variety in the gameplay; it's not 
all just running and jumping. 
Complete this and you can con- 



sider yourself a real games 
supremo. 

. ACE RATING 910 ON FAMICOM 

SPACE QUEST IV 

Sierra On-Line • Atari ST £TBA 

• Amiga £TBA • IBM PC £34.99 
Top-Quality goofball space 
adventure with lots of humour 
and minimal dithering around. 
Sierra have managed to com- 
bine excellent graphics and a 
bizarre-yet-comprehendable 
time-travelling story line. Guide 
Roger Wilco through a roller- 
coaster adventure involving 
absolutely no typing and some 
excellent puzzle-design. Every 
location contains a surprise! Not 
too good if you own a slow PC, 
and is virtually unworkable 
from floppies. Otherwise, a 
pretty essential purchase if you 
can put up with the constant 
craziness. 

• ACE RATING 880 ON IBM PC 



WING COMMANDER 

Origin/Mindscape • Amiga 
£TBA • PC £34.99 
Another 3D space combat 
game, but radically uses of stun- 
ning ray-traced and digitised 



graphics for the spaceships. 
They rotate, shrink and grow 
with amazing speed and fluidi- 
ty. Animated scenes punctuate 
the action and present the first 
true cinematic experience on a 
home computer. The multitude 
of missions mean this isn't a 
game of surface gloss. Sadly 
only best appreciated on the 
high speed PC. 

• ACE RATING 949 ON IBM PC 



WONDERLAND 

Magnetic Scrolls • Amiga 

£29.99 • Atari ST £29.99 • PC 
£34.99 

The Scrolls, having stunned the 
world with The Pawn way back 
in 1987, return with a new clas- 
sic. An adventure game based 
on the famous novel Alice in 
Wonderland, the plot follows 
the book enough to retain its 
weird flavour but not so slavish- 
ly as to make it solvable by sim- 
ply knowing the story. The lav- 
ish text, teeming with hundreds 
of tough (but logical) puzzles, is 
accompanied by a number of 
stunning animated graphic 
scenes. The future of adventure 
games is here. An essential buy. 

- ACE RATING 910 ON I8M PC 
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Welcome to a new series of short 
stories paying homage to the many 
varied styles of game genre found 
in our vibrant marketplace. Each 
month we'll be wowing you with 
gripping edge of the seat stories in 
the style of a particularly popular 
game of the moment. This month 
our imagination was especially 
gripped by semi-cover dame and 
not boring flicjht sim Tnunderhawk. 
And so it is with no little pride that 
we present... 

BLOOD ON THE ROTOR 
BLADES 

By Jim Douglas and Gary Whltu 

VOLTS 

P he rough leather strap* gnawed into Klangghammar's 
* wrists Warm, thick Wood tan into little puddles along 
hrs forearm. But the centimetre-deep grooves gouged out 
by the abrasive restraints would pale into insignificance 
when Klangghammar experienced the searing 500.000 vocts 
that the Clay County Jail electric chair was about to deliver. 

A man with a face like the told stone of the Eiger and 
a heart to match, Ex-Colonel and top chopper pilot Hardy 
Klangghammar was about to meet his maker. Resolutely 
vient to the last (this, in pan was ensured by the block rub- 
ber bit forced into his mouth to prevent him biting through 
ha own tongue during electrocution) Klangghammar drs- 
passionately mulled over h*s capture, enforced drug addic- 
tion and framing for a senes of g'jrly murders at the hands 
of Central American drug overlord Manuel Costa Rio 
AJberto Fandango 

ICJangghammar had done questionable things, and the 
world would undoubtedly be a safer place without him 
indeed. Klangghammar could take it like a man, but to die a 
cowards death on his own home scl without the chance to 
wring the truth - and the life • out of the greasy albino 
lob. was making him most unhappy 

A> the priest read Klangghammar hri last rites and an 
orderly tightened the steel skull cap around his head, the 
arlnttd pilot knew these were to be his last moments on 
Gods precious Earth A distant electrical humming noise 
was growsng in volume and pitch somewhere behind him. 
but he could not turn his head to see the generator from 
which ft was turning What Klangghammar could see. 
directly >n front of him. was a young man standing behind a 
plate glass window, hrs hand resting gently on a large lever- 
twitch mounted on (he wall In a few moments that lever 
would be thrown downwards, and Klangghammar would 
receive the customary two (Olts that the lis penal system 
requires to send you to your maker But Klangghammar 
knew that even here he must show no fear, and so he grit- 
ted hit teeth and stuck out his chest in one last gesture of 
eternal defiance as the priest closed hrs bible and backed 
away Dignified to the last. 

Suddenly, the man behind the glass seemed distracted. 
His hand wavered on the switch andthen moved away fiom 
it Over towards his desk. To... the phone' He listened 
intf uly to receiver, shaking his head and then nodding. 
Klangghammar feared his eardrums would burst as he 
strained to the point of blackout to try and hear the words 
being said, the man hung up the phone and motioned to 
the skull -cap orderly Looting slightly disgruntled, and 
mumbling under his breath, he unstrapped the prisoner's 
hancH. feet and after wrestling the skull cap free, helped 
Klangghammar to his feet "You're out' he said. 

PROPOSITION 

An hour later and Klangghammar was sitting in an air- 
craft nangai. across a peculiarly elegant mahogany desk 
from a suited granite-face who called himself Jack Marshall. 
Showered and inspecting his freshly bandaged wrists, 
Klanghammar quietly listened while Marshall talked 

"You're a goddamned burnout, Klangghammar. Your 
Bbt nakei anything but pleasant reading Striking a com- 
manding officer? Imubordi nation? Discharging a weapon In 
the officers' canteen? Murder ??l II it had been my hand cm 
that switch you would have fried in a second.* 

"But it wasn't,* Klangghammar cleverly observed. 

'Ibght. And unlike you, I know how to follow orders. 
And mine come from the top. The very top We've got a big 
mother of a problem and we need an expendable psy- 
chopath to get us out of rt.' 

"I'm retired now." said Klangghammar, looking 
•round the room In the arrogant, disinterested fashion that 
W nad spent yean perfecting "I don't do your dirty work 
anymore" 

"fine," said Marshall coolly "Then you can go bade to 
the chair * He looked at his watch. 'If we hurry, I think we 
can nave you Bar B Q'd by four.' 

Klangghammar shifted uncomfortabfy in hrs chair Hi 
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didn't like not having a choke. " What's the deal?" he sad 
after a long pause. Marshall took a folder from his Wi-Tray 
marked Top Secret and tossed it across the desk at 
Klangghammar Begrudgingly. he flipped it open and 
looked al the papers inside There was no mistaking the girl 
in the black-and-white picture on top of the pile 

"Of course you know who that is." said Marshall. Of 
toune Klanggliammar knew Every red-blooded man in the 
country did 

"That's Tama Jeremysmlth. President Jeremytmiths 
only daughter. And she's been kidnapped ' Klangghammar 
looked up in disbelief as Marshall continued "The OA has 
done some digging around and linked the kidnapping to an 
international terrorist triad, consisting of a group of Mddle 
Eastern fanatics, the Russians and some Columbian drug 
dealers. Of course you know that Miss Tama is not only the 
country's top glamour model and film star, but is a ho the 
leading authority on high -energy physics in the western 
world We bel ieve the triad may want her to build them an 
atomic bomb filled with cocaine to drop on Washington 
DC* 

"The bastards," muttered Klanghammar. Marshall nod 
ded. and then leaned forward across the desk, his face an 
iron mask ol sincerity. There's something else. The 
President has developed a rare bone condition - its fatal 
unless he receives a marrow Inject ton within the next 24 
hours. Not only is Tanla hrs only Irving relative and therefore 
the only person with compatible marrow, her special surgi- 
cal training makes her the only person in the world capable 
of completing such a complex operation. And with the US- 
Soviet summit tomorrow, we need her back. Hardy." 

Klangghammar decided to play it cool He'd played 
plenty of poker in his lime, and knew that he was playing 
verbal poker with Marshall here And even though he knew 
he had a losing hand, he was playing hit cards close to his 
chest. "What's in it for me?" he asked 

"We want you to fly In, bust some heads, rescue the 
girl and bring her back safely If you do all that in time and 
the transplant operation ts a success, there may be a presi- 
dential pardon You'll go free and your record will be wiped 
clean. What do you say?" 

Klangghammar thought rt over for a few moments. 
'Can I have a gun?" he asked Marshall nodded. "I'm in." he 
sad They didn't shake hands. 

TRANSPORT 

The AH-64-221 8-69-724t 2S-XLS-BLT -346 Super 
Tnunderhawk Low- Level Interdiction Stealth Combat 
Helicopter sat dormant on the helipad, as Klangghammar 
emerged from the hangar dressed in his flight gear and car- 
rying his laser -guided targeting vector helmet He breathed 
in the cold, sharp morning air and looked at the sleek, black 
shape of the Thunderhawk Billions of dollars and the West- 
ern world's greatest military minds had gone into building 
it, so it looked more like a shadow than a helicopter, even 
up dose. Radar couldn't see it. Sonar couldnt hear it. Not 
even the human eye could ever be sure If rt was actually 
there or not. The weapons rt earned were enough to raie a 
small third-world nation to the ground, and they had done 
on several occasions during some of the USA's less- publicised 
wars This was a monster, a demon from every Russian's 
worst pillow-bitmg nightmare It was the ultimate combat 
weapon 

'Good to be back," thought Klanghammar as he 
walked across the tarmac towards the helicopter - at least 
he thought he was walking towards H. it was always diffi- 
cult to tell because of the way the special mu1itp>e«ar cam- 
ouflage hull bent the light around it. Klanghammar groped 
his way around ttie helipad like a blind man for ten minutes 
until he finally found the Thunderhawk by walking into the 
tail rotor. He felt his way along the body of the machine 
and dimbed Into the cockpit Then he got his first surprise. 
He was used to flying Hueys and A- 10s in Nam, and was not 
prepared for the technological marvel that faced him now. 
Instead of the usual complicated joystick controls, In front of 
the chair was a single Amiga mouse, resting on a bolted- 
down mousemat Ever since the tiny software house from 
Derby, England had demonstrated now it was possible to 
control a helicopter timely by using a two-button mouse, 
they had been standard equipment in all combat heli- 
copters 

"It takes a little getting used to." said the voice from 
beside him. Klanghammar turned to see Marshall standing 
there "But once you get used to it it's much easier than all 
that cyclic and collective balony You can cycle through your 
weapons ustng the RETURN key," he continued, pointing to 
the customised Amiga 500 that formed the helicopters cen- 
tral control console "Remember you've only got 24 hours to 
complete the mission, so synchronise your watch. And just In 
case you had any ideas about jetting off to Cuba in this little 
baby, the water in the drinking fountain that you used 
before you changed contains a slow-acting poison. You'll be 
dead m 24 hours unless you return here to have the anti- 
dote administered And we'll only do it i* the President's 
daughter is with you. 

" Ovist!" Klenghammer spat at him through gritted 
teeth and lunged at him. but Marshall just backed away 
laughing and shut the cockpit door. "I think you'd better 
get a move on," he said 
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The whispering turbines of the Thunderhawk pulled 
Klangghammar through the dawn. Hugging the ten am, the 
chopper flew south away from the cities, the skyscrapers 
and civilisation into the untamed warzone that is central 



Amerxa. He figured that he had a good twenty minutes to 
locate the terrorist base, would spend a further ten minutes 
softening up the defences with FTAR missiles and the 60mm 
chain gun before landing and rescuing Tania. 

He figured wrong. They were on him like buzzards 
round a corpse Ten. maybe fifteen hostile radar blips 
worked their way towards the Thunderhawk. Some moving 
faster than others. The quick ones were MrQt. The slower 
looked like more choppers. 

"Pity .". murmured Klangghammar as he performed 
an outside loop and flicked the Thunderhawk upside down 
to fare the first enemy chopper. for them.* 

Abdullah Ityich Sianksi hadn't been out of the acade- 
my long. He could hit the cardboard ground targets and 
could make a pretty good attempt at downing those big 
helium- filled dummy choppers, but a live target, let alone a 
target as slippery and deadly as the an bone conga eel pre 
sented by Hardy Klangghammar in the Thurderhawk was 
another matter entirely. 

Skankski fumbled with ha "Live" switch, feeling a 
peculiar giggly excitement as he became aware of the 
importance or hrs situation. Could he, a lowly third-rate |ust 
out-of-ttaining combat rvovxe really be about lo down the 
legendary Klangghammar, thus thwarting the West's plans 
for a peaceful conclusion to tomorrow's Soviet summit? 
Could he, a nasty oily yellow-toothed communist with ill fit- 
ting overalls and no success with women put an end to the 
legendary career of the Americano's most feared and 
admired Hying ace and womaniser? 

No 

As Skanksi prepared hrs twin cannons and tried a back 
up manoeuvre of locking on with his Air to-AIrs, the 
Thunderhawk barret-rolled towards him out of the early 
morning sun, delivering a salvo of heat -seeking rockets and 
mini gun fire. And in the rotor blades' twirl, the flash of the 
cannon, the glint of sunlight on the cabin window, and in 
the reflective lenses of his victorious combatant's Ray Ban 
Aviators, Skanks* believed he saw m turn each Rider of the 
Apocafypse. Especially Death. 

Banging his head like a demented gibbon and crying 
and wailing like the big commw girls blouse that he was, 
Skanksi prepared for his white-hot lead and caudite, bone 
cracking, hair bleaching death. It was all over in a second. 

Righting the Tnunderhawk and lighting another 
Marlboro, Klangghammar calmly waited for the radar blip 
of his victim lo disappear from the screen Hrs eyes then fell 
on the three MiGs bearing down from the north m standard 
arrow-head formation. 

"Any more for any more." he asked wrth a wry smile 
The trio of MiGt converged and began their multipie-G 
attack run, fingers twitching on their missile triggers and 
singing the Russian national anthem. Klangghammar spent 
a few moments calmly trying to tune into a good radio sta- 
tion, and after a few moments' knob-twiddling. "Living in 
America" by James Brown blasted over the quadrophonic 
sun ound- sound speakers. Klangghammar cranked it up to 
the max and switched it to the external PA system. 

Something was getting to Komrade Kotonel Ivan 
Boristovski. squadron leader of the elite Red Skorpion 
Airborne Tactical Response Unit the fastest and best air 
force in the world • that is, of course, apart from the one- 
man squadron that was the legendary Hardy 
Klangghammar. Though he was singing the national 
anthem as loudly and bravery as he could, he couldn't help 
tapping his feet and clicking Ins fingers to the mysterious 
funky sound that was seeping into nit helmet, and seemed 
to be coming from directly ahead. From Klanghammar! 

"Niet! Nietl" Screamed Boristovski and drowned out 
the sound. He opened the throttle further and screamed 
across the sky. ha two wing men in tow This time. 
Klangghammar, you will not be so clever... 

But he was. Klangghammar could now see the three 
tiny MrGs about a mile off thundering towards him out of 
the sun A deadly game of aerial chicken was about to 
begin, and Klangghammar wasn't about to back down. His 
mind cast back to when he was a small child, and would 
play chicken against his fnends with petrol tankers. He 
always used to win, and this wasn't any different. Slowly, 
and with a malicious smile on his face, he cranked the throt- 
tle to maximum power... 

Boristovski was starting to lose his cool. The 
Thunderhawk was now accelerating directly towards them 
at en incredible 2000 knots, and was showing no signs of 
turning. But Boristovski had always been taught that the 
Americans were cowards . surety Klangghammar would 
swerve at the last minute? 

Klangghammar, now just a few thousand feet away 
from the advancing MIGs let loose a short burst of the chain 
gun, and two-hundred mercury-tipped nollow-pomts 
turned one of the MiGs to a flaming wreck that fell out of 
the sky like a dead bird Boristovski and his remaining wing 
man, flinched but pushed on. Surely he would swerve at the 
last minute. .? 

With just a hundred feet between Klanghammar and 
the two MiGs. Boristovski battled It like the borscht-gui- 
zttng yellowbelly he was, and tned to swerve to avoid the 
inevitable collision But the other M1G tried the same 
maneouvre at the same time, and the two planes crashed 
into each other and exploded in a ball of white flame. 
Klangghammar. completely calm, flew through the fireball 
and. through the cockpit window, saw Boristovski falling, 
screaming through the air below him, his helmet melting 
with the Intense neat around his head Their eyes met for a 
moment and Klangghammar eriended his middle finger 
and smiled m one last farewell gesture. 

Boristovski hit the ground and hrs evil little communist 
body shattered in a second His standard pilots issue pistol, 
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(Continued from page J15) 

cosed ofl an mconectly loaded round Skywards 

As Klanggharnrnar hovered ovet me combo i zona and Bur 
veyed ihe destruction he had created. fr-s almost super- 
human hearing dorrrctod a frantic whistling above the now 
qenflo hum o*B»e Thunderhawk 

A second late* Ihe rogue bullet struck the choppers laa- 
roior Mtriding 1 imo a frantic spin generally regarded as Vital 
by even the most Milled and nog nuts pilots. In the subse- 
quent G heavy spm and impact with the ground, oven 
Klangghamma/5 toughness was out sorely to the test and. 
sustaining compression breaks to BO"*, of his vertabrae . cuts 
from flying glass and concussion he passed out. 

QUESTIONS 

The sweet smell of cooking meat wa-; hardly rhe first thing 
Klangghammar e<pecit-d to nohce as he came round On 
reaUsmg. however, that the smell was coming trom the smoid 
rtonng blistered flesh ol his ovm chest and the cooking Imple- 
ment was a particularly mponsrve Cuban ogar 
Klanggiianmar coukan't help but aOow himself a wry smile 
"Starting gently ehT 

'Keep quiet you oteenkinfj mr<del caprlakst peeg ' rasped 
the half -man. han-rhlno found at the other end of the sfog-e 
"You weel be crushed under the mlghtee boot ol brave drug 
delenous commun-sl oil pnlosopiiy'Bijl wee weel not let you 
d«e slowly. Oh no. Meesler Not So Ctever Now Get wee; 
probobfy take weeks before your heart gives out under the 
eenlense pointy sticky staoby torture we have kneo up tor 
you " 

Kianoghammai laughed and spat a thick blob of gr>sily 
pholgm ai the shadowy figure tl hfl htm square in me face 
and tncklod down his cheek. The hguro smiled and w>ped the 
spittle away, then leaned forward and let Kiangghammar see 
his face It was the shock ol his life 

Grinning at him from behind a cracked pair of sunglasses 
ana d set ol hideously brown teeth was Manuel Cos la Rica 
Alberto Fandango! The victous dealer and international met 
canary who hao not only been responsible fry the eye-water- 
ma ahocl(*es suffered by Klangnnammar and hundreds of Ms 
fenow PGWs m Vietnam (Fandango was on the NVA's payroll 
as a freelance tonurer at the nmei. but who had framed 
Kianoghammar for a number ol seiually- motivated murder-, 
that he. in lad had committed 

'Fancungor- gasped Klangghamma' Fandango smiled 
and broke oft a couple 0* Ihe chopper pilot's fingernails with a 
pair ol pfrers. Kiangghammar used speoal mediation tecfi- 
mques. taught to firm by a Tibetan monk while on a Soec Ops 
misson lo the Fa/ East m 63. to suppress the mtolerabkf pain. 

• J"fl»e* I weel have to leeevo you in the care of my 
men.' sneered Fandango ana motioned towards two muscle- 
bound l-aqrs. one carrying a car battery and set o' tump leads 
Ihe otner hokJing a tray ol surgical instruments The big 
motor MM ones 

"I would have preferred io see to you myself, but I have 
other oem port art beeesiness The lovely Tania awaits me. I 
weee) be forcing her to ou«d us an atomic deeevtos. and 
when she is feeenished I will be how you say. having my leg 
over When ai our iroops have had a go we weeel be tortur- 
ing her and keeelmg her. and then we weeel »np her on the 
WiM*f>ouse lawn Mar har ho/i" 

Klangghammar wasn't really lislenirg n e was loo busy 
frying to reach the lockp** that hao beon surgically implanted 
Wo the patrn of his hand, m case ol eventualrtles like thrs 
Fandango stubbed *« ogar out on Klanghamma'l arm and 
•flhdrew. and the Iwo Iraqis began setting up their equipment 
Klenghammar knew he must work fast if he was to gef 
Ihrough thB lourinch thick cham that was holding him on the 
operating table. H the Iraqis goi to him first and began tortur- 
ing him. he wou'dm be able to thm» clearly and thai would be 
'I Work 'an... 

As the two Iraqis shared a vile joke ana a yeWwing 
QgarHfie De'ore getting down to business. Klangghamrr ji 
curled his hand round and started to r>g mio his wrist with his 
HiwmbnaJ After a minute on miense scratching, the skin 
b-oke nnd a thm slnrer of metal slid out. Klanggfiamma' 
caught n arc went io work on the padlock just try his hand 
Must won. -as: the Iraqis were now movirvj icwarcM him. 
equipment m hand Klangghammat worked IranUcalry with the 
lockpick and after a lew more seconds, a quiet click tow him 
that the kick had sprung open and his hand was Ire*. 
KUngghamma/ 10 ™e hrs expression of refiel and 
rsmamed men. allowing the Iraqis to get closer wumn stoking 
range 

They stopped oy the operating table and looked down at 
Klaogghammar. smiling "You am a dead man. Americanos " 
sneered one ol them and produced from the fray ol iristru- 
m»nts an amputation saw Now 

"Spin on this.* screamed Klangghamma/ and propelled h;s 
fist upwards h hit the Dotlom of the rotatirg saw and pushed 
■* deep <nto the throat ol the first Iraqi He IeB back, screaming 
and clutching a( his throat, which was pumping oul mick r*d 
Dtood in powerful, puling |Hts The other fraqi went for his bell 
holster, out Klarvjghammar. with hrs Delta Force training was 
loo 'ast and had already picked me other locks Me leoi up 
from ihe t*D»e at tt-o weaming. cowa-dly Iraqi and knookad 
him to the floor, crymg and begging for fas life like a Intle girl 
II was to Oo rum no good a second later. Klangghammer 
snapped his neck like a dry twig and stood up from the twitch- 
ing rod. Over m ihe com«r. rhe oiher Iraqi had <*ed Irom loss 
o< blood, his lace contorted into a grim death mask 

Kltngarta/nrnar had no time to waste Me took each ol the 
Iraqi's automatic di*1o« and chambered around into each 
Time to kicA some ass Brg time 

As Klangghammar threw open the twin doors from the tor 
lure room info the terrorist compter s mam comcX* two 
guards, who wore patrolling lazily at the otner end. noticed 
him and tumbled frantically 1or the>r rifles, which were slung 
over their shoulders The poor tao« Wrought Klanghammar as 
he raised ha pistol and shoi the two guards through no head 
from a distance o' a hundred yards before they even -eached 
lhe«r guns The two bodies dropped and Kiangghamrnar wast 
efl no Km m taking Ihetr rides and amniumtlon. Unfortunately 
someone, somewhere had heard the shots and alarm Wa«ons 
began to sound ail around the compWx •Darn.fwssed 
Klanghammar and. holding a nit* like a prstol in each hand, 
ran down the corridor. Kcking in doors and looking Inside lor 
any s-gns ol Tama along the way 

Elsewhere. MMm were being r*spatcned around me 



compie«. running thrs way and that Fandango, who hadnl a 
due what was going on. grabbed hold ol a young sergeant 

"You." he barked "What s going on?" 

"The Americano*.* hissed the sergeant, a hint of terror m 
rat vtxu Fandango noticed there was a damp, dark patch 
around the top of his trousers "Mo escape'" Stunned. 
Fandango released the soldier, and he ran off down the com- 
oof aflet his men "So Kianoghammar.' he said with a grin 
that was ruroly detectable We meel again far ckJ tune; 
sake " Fandango nfeased the buckle dip em his bell horsier 
and walked away down the comdor 

NINJITSU 

A lunous firefight was ensuing Kiangghammar was slug 
giffl il oul across a coir-jor wi!h twenty sordie-s. who were 
constantly peppenng the walls around him w<lh machine gun 
hre. rOanggnammar had originally been mteicepted by a gam 
son ol fifty soldiers put thirty of them had already been 
downed by Klangghammar's crack marksmanship and a 
soioction of e«otic mn|itsu kscnrwjues. Now he was hoksd In 
behind this doorway and there was no way out - more men 
would be arriving any minute, and he was down to his last 
clip Ktanghamma' sent another burst ol rifle fire screaming 
down the comdor and anothor lour sokJiers fell to the ground 
Mood pumping from their punctured bodies There was anoth- 
er burst of fire from the enemy, and Ktengghammar was 
lorceo back mto the doorway for cover 

BEARS 

Me tried Ihe door Locked Nat even one o' Klanggnamar's 
famous shoulder barge* from his days as-ihe Chicago Bears' 
Ouanerback would open it. Knowing mat he coukmi fight it 
out here lor modi longer, he jammed the rrlte barrel mto me 
keyhole and fired an ertended butsl- The hot lead ripped the 
lock Dompleftrry oft a'«J the door swung open Klanghammar 
fell mside as another voMey of 9mm shells impaded around 
ftim 

He was inside a cell. The window was barred, there was 
straw on the floor and Ihe walls were dank and scarred from 
years ol people trying to scratch me* way oul wrth little suc- 
cess But the cs» did have one Interesting feature - slumped 
in the corner ol Ihe room .weeping and with her haryK held 
'eebly over her head as if to protect herself . was Tama 
Recognising her instantly. Klangghammar ran over to her and 
tned to help her up. but she fought him off . kJckmg and 
screaming. 

"Ftelajir he said, trying to cairn her down Tm here to res 
Cue you The name's Klangghammar Hardy Klangghammar " 
he said He was glad ne had changed his name alfthose 
years ago Somehow. 'The name's Owayne Ponsonby- 
Faiquah" didnl have quite ihe same ring -Come on.* he said 
"We donl have much lime " 

GOD 

Tama seemed lo calm down and Klangghammar managed 
lo gel her to her leet He brushed her matted ha.r away from 
her lace and lifted her face to look al her. God, she was beau- 
tiful. Her face l«e a pink sJk pulow with two b*g blue terns 
emoroidod Into 1 He* body was enough to drive any man to 
drink and home again Even Klangghammar was speecWess 
lor a lew moments, before trio shoutmg Ihe approaching 
guard.? outside snapped him out of It. He threw Tania lo the 
floor, where she would be safe, and drew back the boh cm hrs 
assaun rifle As the soWers p-led Into ihe ce>. KLangghammar 
le: np and tore inW the unsuspoctmg lore^ners One by one 
they frvi screaming to the floor until Klangghammar 'an out of 
ammo and drop the rthe to ihe floor The soktera were still 
advancing - some tripped arvj le* on the bodigs of their dead 
comrade*., but a good dojen ol them had made it through 
safely, and were now only milliseconds away from turning 
Klangghammar and Tania into live hundred pounds of grouno 
MM 

But Klangghammar had come too far lo rjrve up now He 
knew thai to throw in me towel just when he was on the brink 
of rescuing Tenia and saving (he free world from the power- 
graobing commies and their powder sniffing ola*ymates woutd 
be to let not onfy his country down, but to let himse* down as 
we» with a blood curdling scream that the unfortunate las 
cists would take to Iheir graves. Klangghammar lept at the 
body of guards k*lng three instantly with a senas ol compli- 
cated silent nerve-prncnes mat only a handful of people out- 
side of Japan were trained to do Wrfhoui arty formal miwary 
framing to tan back on. the remairvng sokders panicked and 
opened fire Nincy tnadvnrtuniry killing a further seven wrth 
melr own bullets. As the last few tan around in disarray. 
Klangghammar took a rifle from one of the corpses and 
spread their innards oround the ca*. The last body, bood 
Hooding from his mouth. Ml to Ihe floor as the echo ol gunfire 
quietened, and then there was silence again Klangghjmmar 
coughed and (armed away Ihe gunsmoko. men p/aboed Tama 
and puted her up "lei's get outta here", he sala A rescue 
isn't complete unless someone says "lets get outta here*. 

Klangghamma/ ted Tania through the smoke-hUed and 
burning corridors, being careful to stop over the scores ol 
corpses which Wared w» "oofs 3S far as me eye could see in 
every direction There was no mistaking Kt,vigrjliammar's 
handiwork. 

Alter some more searching. Klangghammar and Tama 
stumbled oul into the daylight am) looCnd across the tarmac 
to find to his amarement the Thunoeihaw* Mly repaired, 
fueled and mady to go 1 Fandango must nave planned lo utfl 
n to drop his fouf cargo on DC. Klangghammar thought aa he 
dragged th* lemlied Tania across Ihe tarmac towards the 
Thunderhawk He took a slim back remote control unil from 
h<s pocket and hit a button 'Ignition' no said into the unit's 
Uny Inbuilt microphone, and a second later me Thunderhawk's 
roiors started lo turn slowly as the turbines fired up with a 



high-pitched whimng sound 
Alarm sire 



ilrens were sm sounomg at around Ihe camp, and 
Klangghammar noticed mat. from across the compourvt, a 
fresh ga-'twm o' soldiers «■,"(' tunning towards them. 
iMChm guna Dlarmg Klangghammar caught a couple of bul- 
lets m the chest, but shrugged them off and continued spnrrt- 
mg at Olympic speed ■ he hadnl won mose seven gold 
medals lor nothing, and if was good to see thai he still haO the 
old magic As he ran he ptJffeM his p*sioi and picked off a cou- 
ple o' me distant enemres. then stopped by Ihe side of the 
helicopter, which was now up lo speed and ready to take off. 



"Gal in." he sad Tania dkdn't need much persuading and 
climbed inio the passenger seat wilhoul a word 
Klangghammar ran round to the other side catching a l«w 
more buBets m the process As he opened Ihe door lo dimb 
In. the fast soldier to reach him jumped on h.s back and tned 
to wreath* him to the oround Without any effort 
Klangghammar just Wted mm uo above his head and let We 
razor sharp rotor Mades to all the work lor him 

When the young soldier finally stopped kicking. 
Klangghammar dropped his mangled body to the ground 
paused lor a second to wipe ihe okwd and innards from the 
windshield and climbed nside The rest of ih* soldiers wen> 
almost on them, and am as two tx three ol mem made a grab 
for me side of the helicopter, rt took oft and hovered above 
mem Machine-gun fire ncocheied harmlessly off the titan-um 
null Klangghammar was getting tired of this Me held down 
the right mouse burton and me serf-aiming 60mm cham gun 
opened tVe. cuttmg through ihe garrison of hotote-iS soldiers 
like a laser beam Ihrough melted butter There wasn't much 
screaming Klangghammar had fired over a thousand rounds 
in the laal frva seconds lie released me trigger button and 
turned the helicopter west "Were headed home ' ho said 
through me ccckpn mike 

PIG 

But just as me Thunderhawk flew over me compound bar 
ner and mto neutral territory. Klango^ammar heard the scuffle 
from behind him and turned to see Fandango, in the back 
seal, wrth his arm round Tama's neck and a .45 automatic 

Eessod lo nor for head "Turn me chopper around, sooeenor 
flncwhamrnar* he squealed i*e a stuck pig "And no treks 
or the beeetcb gets it " Klangghammar had no choice but to 
ooey He pushed the mouse back a-ound towards the camp 
"When we get back. I ham gong to have my hjn wflh theees 
moo oyly, and i ham going to make you watch How you like 
thai aeeenor scum''" sneered Fandango He was so pleased 
with himse" that he hadnl noticed Klangghammar uncim the 
flaregun from Ihe door panai and cock H saently 

"Sounds like a not," sad KJangghammar and fired the flore 
gun through the back of his own chair and right into 
Fandango s crotch The g*»asy commie screamed in agony 
as his prrvaie parts were flame -grilled by mo rjrslra** flare and 
he dropped his gun K-ar^ghammar saw nis chance and 
kicked Fandango hard m the side sending mm flying owl ol 
the side ol the helicopter They were len thousand feet up. 

'Klaaaaanngphhaaaammmaaaarn"' screamed Fandango 
as he plummeted to the ground, his grom still abfue From 
me copter window. Klangghammar saw Fandango, unfortu 
nale lo me lasl. land on lop of a pass-rig petrol lanker. wtwch 
promptly D.piooed "l guess that's what they call poetic jus- 
tice.' sad Klangghammar as he largelled ihe distant terronst 
compound on his HUD and locked on a AMRAAMSlAM mis- 
sile When me blips m his helmet speaker turned ino a steady 
lone. Klanghamrrtar twl me left mouse button and saw a smgie 
smoke MB arc from the tow-slung multiple missrie bay o' me 
Thunderhawk inio the distance A few seconds later there 
was a loud eipJonon. and a white mushroom cloud appealed 
over the homon "Mission accomplished ■ Kiviigghammar 
sm*ed. men cranked the radio lo maximum volume and 
lurned the helicopter towards home. 

As me lamiiiar sight of the White House dome came mto 
view. Klangghammar ten a shoolmg pam m his arm. He 
looked at his watch 23:57 and hcking . he had only a lew 
mmuies lo gef back lo base botore the poison e'ploded hrs 
near! and took his lite Sweating profusely Klangghammar 
opened the throttle ano pushed forward - but hrs vision was 
already starting to black out. and a glance a the fuel guago 
told mm no was down to fumes Seconds later, the roiors 
Matted to dunk and gnno as ihe engine, dopnved of gas. 
started to die oul. "Hold on.' he gasped "This could be 
rough..,- 

CRASH! 

Much lo the surprise ol the Presrdont his morning papa* 
smnmg sess-on was very rudely interrupted as the i'5-tonne 
Thunderhawk crashed ihrough th«t White House dome and 
onto the caipet of the Oval Office nght in from ol his desk 
The engine spluttereo feeoly for a few moments and then 
died The rotors groaned io a hart and the door feU open 
Moments taler out toll Klangghammar and Tama, onto me 
debris -covered carpel Two armed MPs rushed m bul the 
President motioned to them lo tower their guns He has 
tMBdMMd his daugnier 

Moments later. Jack Marsha" rushed in (he had popped 
round for a cuppa a tew hours earlier) and broke into a broad 
smile when he saw Klangghammar and the g^l When he saw 
Klangghammar writhing around on the floor, grabbing his 
thioal and tpittmg (Mood . he remembered the pc-son and 
quickly ran over to him Ha produced a disposable syringe 
from his >acke! pocket and injected the contents into 
Kianggnammars arm. There." he sad. 

Ten minutes later. Klangghammar Tama, me Pres"do*f 
and Jack Marshall wore standing around the wreckage of ihe 
Thunderhawk enjoying a Coke together "Mow can I ever than 
you." sad Tama, her blues eyes aWaie with passion 
Klangghammar stepped forward and put hei bandaged arm* 
around her "You could marry me * he suggested 'Okay.' sad 
Tama, "but we'll have to make r| quick. Ive got a swlmweor 
shoot in Antigua al lour, and men IVe got lo mn beck and help 
those NASA guys work some bugs oul of me- Oead-putsar- 
delocl on software * With mat they kissed, everyone applaud- 
ed and the President led everyone m a chorus of 'For he's a 
roily good follow "For Hardy Klangghammar. that had never 
been more true. 

THE END 
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Our monthly 
prize word 
puzzler, set by 
the inimitable 
MIPS 



youi 

cannot t c< < *, «**ct trtl**. but 
we ll do our utmost to *nsur* that 
1n» pn««s gel you* adrenalin 
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your macnina format' 



CLUES 
ACROSS 

5 No charge to drop 
from 'Swords of 
TWilight' software 
house (4,4) 

7 Kind of light wine 
one swallowed (4) 

8 Changes code - Ed's put it in (5) 

9 Elite game Leo and Dino played together (7) 

10 Pa cures my new game from Virgin (9) 

11 Being under twenty, she rules the game (4,5) 

14 Rat torn to pieces in game (7) 

15 Computer helping to write comic routing (5) 

17 Loathe Gremlin game (4) 

18 Everything shown by the runes I've cast (8) 



CLUES DOWN 

1 Flintstone s first from Ubt Soft (4) 

2 Game that's a bit of a cult I'm assured (6) 

3 Brown dog! (6) 

4 Look out - leaders got Ron to form software 
house (8) 

6 Be all-consuming! (3,2) 

10 Clark Kent's transla- 
tion of Ubermensch! (8) 

11 Heighten general 
awareness about 
Domark subsidiary (6) 

12 Duos rewriting after 
ex developed game 
from Origin Systems (6) 

13 Banishment from 
Audiogenic (5) 
16 A game of hazard 
from Leisure Genius (4) 

Make sure you don't 

miss next month's 
competition - it'll be 
the last! To find out 

why, and what will 
replace it, don't miss 
next month's issue! 




HOW TO ENTER 

fv»ry month w* 0*f*r a h«« gjm* 
worth up to 12b for you* machine 
if you're the und«( o< th* first 
comet crossword solution out of 
Ihw hat. Th* addnrst to tend your 
toluUon to rs 

ACT September 91 Oosawont 
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PC ENGINE + JOYSTICK 
A games, formation soccer, 
slatlerhouse. Ninja spirit, 
Gunhead £140 0233 627839 

ATARI 520STFM 4 months old 
with over £1 200 worth games 
- mouse joystick andmouse 
holder £400 Tel: 08907 
71564. 

ST AND PC games tor sale or 
swap. Alt originals PO Box 76 
29952J Heerjan5dam. Holland 

ATARI 520STFM with £300 
worth soltare Inc Discovery 
Pack. F19. Populous, Falcon. 
VGC £300 ono Phone 081 ■ 
852-3575 evenings. 

JAPANESE scan PC engine 
with 5 player adaptor + throe 
joypads plus 8 games 
includes Gunhead, F-Soccer 
R-Type Bargain £250 Call 
081-640-6346. 

ATARI 520 STFM Power Pack 
Games plus many others. 
Joystick quick sale £220 Tel 
0784-242554. 

AMSTRAD 464 Colour 
monitor voice synthesiser 
three joysticks light pen. 100 * 
games £300 Tel: 081-981- 
9835 

NEO GEO Console with 
magician Lord and Nam 1975. 
Good condition Will accept 
otters around £300 Tel: 0522- 
546271 (Stuart) 

AMSTRAD CPC464 
Modulator joystick over 100 
games inc Robocop Rainbow 
Island Nightbreed Worth £530 
Sell tor £180 ono (0602) 
397916 

ATARI ST 1 MEG Drive 
joystick £800 ol software inc 
Corporation, Powermonger 
K02 Sell lor £400 Tel: 0705- 
594765 

AMSTRAD CPC464 Colour 
monitor • disk drive Over 25 
games tape & disk £150 ono 
Tal Daniel 081-445-3723 



SEGA MEGADRlVE Boxed 
good as new two joypads & 8 
games £375 ono Tel Daniel 
081-445-3723 London 

ACE MAGAZINESloves 1 to 
dato Unique opportunity inc 
Binders Tel Cardift 569115 
Also PC Plus PC Today etc. 

520STE 1 MB Memory 1 MB 
external drive Mastersound 2 
Syncio express 2 36 original 
simcity BAT Baal etc.. £399 
Call Lee 0222-843051 

ATARI 520ST tor sate 50 
game mouse excellent 
condition Bargain £299 Tel: 
071-359-9053 

ATARI STFM 2 joysticks 
mouse manuals £500 worth 
games including Corporation 
Op Wolf Manchester Utd Etc. 
£2.60 Tel 07376645331 



HI I CI IM 



HELP NEEDED lor starting 
Amiga energiser Club which 
buys, sells and exchanges 
your used original software 
desperately needs games to 
get started Will pay good 
prices depending upon quality. 
For rough value telephone 
(0789) 764039 lor exact price 
send disks with telephone 
number or SAE to : Amiga 
Energiser. Andrew Stanford 
15 Fields Park Dnve Alcesler 
Warwicks Also D Paint 2 only 
£25 

HELP desperately seeking 
Wmg Commander 5.25: IBM 
Will trade Red Baron Sim City 
or others. Please contact 
Kevin (0249) 445025 106 
Queens Cres Chippenham 
Wilts SN14 0NP 

HELP needed on Monkey 
Island l can;t gel into the 
mansion write to Mattioli 2B 
Cranford Rd, Tonbndge. Kent 
TN10 4UN 

HELP given on many old and 
new adventure games send 
SAE for list Also C64 with disk 
dnve Geos many games and 
Action replay 6 2 yrs old 



worth over £500 only £120 I 
am also looking to join a user 
group for the Amiga Anyone 7 
Write to : Stephen Maughan. 
Timberton House, The Mount. 
Buckenham Tofts, Thettord. 
Norfolk. 

CAN ANYONE TELL me the 
tile structure of Deluxe paint 2 
Picture files in IBM PC Also I 
would like to contact any 
Pascal C or 8086 
programmers with view to 
(ormmg Demo group Contact 
Lee Boctiicchio 41 Pear Tree 
Ave Copult Lancashire or 
phone 0257-793150 

HELP coder wanted for up 
and coming Amiga demo 
group. Have GFX musicians 
spreaders Ring 0282 815903 
No tamers please. 

"Console owners want the 
latest news, game reviews 
tips cheats and bugs then you 
need Electric brain' - the 
fanzine for Hi Tech game 
console owners. For a free 
sample copy send a large 
SAE to ONN Lee 125 Arnold 
Rd Bestwood Estate 
Nottingham We support most 
major console including 
Megadtnve Super Famicon 
Gameboy and PC Engine 
(unlike other magtazinesll) 

SWAP my LYNX with PSU 
and Calif Games for 
Gameboy plus Games (Herts) 
0442-249031 Ask for Alex 

I Have completed Wing 
Commander Kings Quest 5 
Space Quest S Leisure Suit 
Larry 2 and can offer help on 
Super OH Road. Zenon 2 
Silent Service 2 Red baron 
and Tean Yankee. Phone 
Anthony on 0246-434509 
after 5 weekdays and anytime 
weekends. 

PLEASE help solutions to 
Kings Quest 2 Zack 
McKracken Larry (1-3) Deja 
Vu I would be grateful If you 
could help. 

Want help with games 7 I have 
cheats on disk Send SAE to 
12 Dudley Rd Brighton E 

Sussex 



HELP needed on rainbow 
Islands for finishing Level 1 
Passing the spider Hisham 
Khalla, PO Box 5364 Minama 
Bahrain. Arabian Gulf 

DESPERATELY trying to find 
Lynx wiih a lew games willing 
to swap Nintendo G 1 1 0 worth 
of games light gun two 
loypads Nes advantage 
joystick still boxed with 
manuals worth £210 H 
interested call or wnte to 
Philip Cohen Address 3 
Peerage Way Emerson Park 
Hornchurch Essex Tel: 04024 
42242 

HELP WANTED on Zynaps 
infinite lives 'or Amiga Also 
any help for HATE have got 
loads of tips (ore other 
gasmes If anyone wants the. 
Dave Moore 9 Edinburgh 
Way. Dersmgham Kings Lynn 
PE31 6JJ 

BIG IDIOT needs help in 
Delphines Future Wars Full 
solution woukJ make me very 
happy Write toC Angell 10 
Laggary Park, Helensburgh. 
Dunbartonshire. Scotland 

STUCK In a game? Then I 
may be able to help. With 
over 100 cheats and so 
solutions lor adventuures 
Send£l * SAE to Daniel 
Moore 133 Cambridge Drive 
Ipswich IP2 9UN 

HELP NEEDED desperately I 
am forming a new crew for the 
Atari ST and we intend to 
code games demos etc In 
68000 machine code. I would 
appreciate any help in the 
way ol source code, demos 
etc. or even tips and advive 
Contacts Also reeally needed 
Write now to Emmet 
Btzpatrick Corkeeran 
I Ballybay. Co Monaghan 
Ireland 

SEVEN CITIES OF GOLD 
(PC & AM) and other games 
by D Puntel High reward Write 
M Kofvula. Tiiranranta 7 
01800 Klaukhala, Finland. 

NEED TV Tuner lor NEC GT 
PC Engine that will pick up TV 
stations in the UK Willing to 



swap either Columns, 
Operation Wolf Outrun or R- 
Type (All brand new in boxes 
just boughl fromJapan. Wnte 
to Thomas Quinn at 76 
Coventry RD Market, 
Harborough Leictesreshire 
LEI 6 9BZ or Phone 0858- 
410233 (9-5) Badly need so 
please hurry 

ATARI LYNX Fanzine needs 
writers artists Contact Lynx 
user 11 Montgomery Rd. 
Spencers Wood Reading RG7 

GAMEBOY owners need 
games reviewing and rating 
want to know which are the 
best games to buy Please 
also send me tips Send 50 m 
stamps to Mark Brailslord. 29 
Horndean Rd. Sheffield S5 
Also urgently seeking tips for 
IBM PC games. 

HELP needed (again) I need 
to gel past the Beast in 
Hitchhikers Guide to the 
Galaxy. I can give help to 
anyone stuck in Planetfall too 
. Contact James Lyon, 18 
barony Terrace Edinburgh 
031-334-1713 

NOTICE! 

Unfortunate)) , due to 
piracy group* using the 
Penpals section, ACE 
ha>e been forced to 
discontinue this pari of 
l lie Reader* Page. We 
apologise to genuine 
advertisers for any 
inconvenience. 
Any suspicious entries 
will be forwarded to the 
Federation of Free 
Traders who will take 
action against Pirates.. 



NOTICE! 
DO YOt WANT TO BE 
IN Ol k READERS 
PAGES? 
YKS? 
I HI \ Fill. I\ THE 
i M in FORM \M> 
STICK IT IN THE 
P< >ST! 



Europes Largest Stock ot Video Games & Cartridges for — 



TELEGAMES 



(Nintendo) 
1 NINTENDO 

GAMEBOY 

LYNX 

The leading Video game specialists Send lor lists (state make ol game 




S1IA vTIEGPv DRIVE 



A 

ATARI 

2600 
and 
7800 



TE IE GAMES. WICSTON, LEICESTER, LE8 TfE. (05S 5-830445 1 





More public domain play 
power from Pat Winstanley - 
and yet more unauthorised 
versions of old favourites... 

NYET 

PC- £4.00 - Shareware 
Fantasia Shareware (GAM-107) 

Tetrit addicts ate in for a neat with this apparent don* 
from Fantasia 

Just in case you've never seen Tet'H the game 
involves manipulating falling coloured shapes. Each piece 
can be rotated and moved let or right, the idea being to 
povtton the shape so that when it reaches the bottom of 
Ihe well, the place it settles helps to crealr a solid line of 
colour from one side to the other 

Sounds simple? It isn't. You have no choice of which 
shapes will come or in what order so some frantic manip- 
ulations ensue while Hacking unwanted (for the moment) 
shapes out of the way. 

If the stack of shapes reaches the top of the screen 
you've lost. Each time you manage a coloured line, that 
1 Is removed from the screen, allowing shapes above to 
drop down This often produces a completely different set 
ol gaps to be filled and and necessitates a rapid tactical 
rethink . 

Although not precisery 'state of the art', the game is . 
simple to play with a good choice of keys Left and right 
are opetated by T 6 T while the the 'K' key in between 
(he shape Tapping the spacebar accelerates the 
fall of the shape. Colours aren't too bad either (the KCS 
(Amiga) PC Emulatot displays eight) but although there is 
a toggle tor sound I couldn't get a squeak out of the 
game 

This 4 the sort of program which either grabs or rt 
doesn't. Personally l find rt a tittle tedious but a friend it 
utterly hooked Either way it's not too expensive to give it 
■fey, 

GAMES II 

Amiga - £1.50 &SOp post - PD 
Vally PD 

When a PD disk ainves with simply a reference number 
HI worth jotting a note down on the label to say what 



ACE FREEBIES WORKS! 



ACE knows this column actually results 
in more sales for participating libraries - 
at least one has had to be rescued from 
under the deluge of extra mail. So why. 
we wonder, do we have to put so much 
effort into locating suitable software? If 

you're running a library and want to 
boost your business, phone Steve Cooke 
on 071 251 6222 for information about 
editorial coverage In this section. 



the game It about My note lor this disk was *OI' Timers" 
The disk consists of sti programs including beautiful 
(but presumably unlicensed) conversions o' Space 
invaders. Missile Command, Qi« and Gelavian together 
with a couple of pu«le games Each is a good game In its 
own right and as the disk as a whole is supetb value 
(Although it's a shame that It appears lo have been put 
together by software thieves - heaven knows what Atari 
et al ihlnk of this sort of thing.) 

Newcomers to computing will be able to find out 
what the old hands are referring to when distuning 
ancient history and those who lost their old favourites 
through upgrading will find plenty of nostalgia. 

POM POM 
GUNNER 

Amiga - £1. 10 & 5 Op post - PD 
Vally PD 

Mindless blasting seems to have gone out of fashion these 
days with all the strategic elements which pepper recent 
shoot -em-ups With this In mind I was pleated to find this 
disk in a bundle sent recently. 

Set In the 2nd World Wat, you man an American Pom 
Pom gun during a Japanese ait attack. As aitiraft lly 
across the screen in pseudo ID, the Joystick controls your 
gumight and the fire button your trigger And that's 
about all thete is to the game - but N ain't half fun. 

The backdiops and planes are digitised. Despite an 
annoying flickering band at the bottom of the screen, 
atmosphere it well maintained by both graphics and 
sound. With such simplicity the temptation n to annihilate 
anything that moves ■ but that's not a totally good idea 
as I discovered when I was ticked off for shooting two 
friendly planes out of the sky. 

If you're looking tor something not too easy but tak- 
ing little in the way of thought power this >s an excellent 
contender. 

FLOWER 
POWER 

Amiga (1Mb) - £3.50 - Ucenseware 
AMOS PD Library (LPD27) 

Len Tucker's at it again with yet another highly imagina- 
tive game. This one's teatly for kids but the adults who 
have seen it usually end up having a go too. 

The aim * to grow and pick flowers while avoiding 
assorted nasties in the garden Each level demands more 
and more flowers to be grown as the minimum entry tor 
the local flower show 

As befits Hi adventure style, the gamcplay wes you 
controlling the gardener in hit task with various fobs to 
be tackled in order to nurture nature. 

Digging a plot it followed by the planting of seeds. 
But seedt need to be watered to grow, and the watering 
can needs regular refills If you become too dtttracted by 



SHAMELESS PLUGS! 



Software supplied by: 
Vally PD - 091-587 1 195 (Amiga), PO 
Box 15, Peterlee, Co. Durham, SR8 1NZ 
Amiganuts United - 0703 785680 
(Amiga) 169 Dale Valley Road 
Hollybrook Southampton SOI 6QX 
Riverdene PDL - 0734 452416 (Amiga), 
30a School Road. Tilehurst, Reading, 
RG3 5AN 

Adventurers PDL - 0785 44227 (ST) 32 
Merrivale Road Rising Brook Stafford 
ST17 9EB 

Fantasia Shareware * 0761 221585 
(PC/Mac) PO Bo* 1254 Compton Martin 
Bristol BS18 6JX 

the marauding garden pests and forget to water the 
plants they will start to droop Only when beautiful 
blooms are evident may you pick the flowers and deposit 
them in the collecting basket. 

Pests range from growling dogs to giant ladybirds, 
and all of them will eat your seeds and young plants if 
they are allowed close enough. There's no killing invoked 
though - simply shake your fltt and emit a Kung-fu ttyle 
war cry to scare the beasties away. 

Animation rt simple but effective and the graphics 
generally reflect the targeted child player. One touch 
which always tkklts me n the way the gardener looks at 
though he's doing a "Prince William" while operating the 
watering can. The entire game It joystick controlled and 
frantic without being too an»iout to kill you off. 

MEGABALL 

Amtga - £2.50 - PD 
Riverdene (GAM906AM) 

One of my all time favourite games has to be Breakout 
and Megaball 4 one of the best clones around. Its so 
good that even creaking under pressure of work I had to 
play for a whole afternoon - jutt to lett it. you under 

stand. 

Although gameplay is pretty standard - hit the ball 
with your bat to take out all the bricks in the wall - the 
features included in thK version make for a whole new 
scenario. All the old favourites are there of course - 
bombs, glue, shrink, eipand and to on. but you also have 
icons which toggle tunes, turn your bat into a high pow- 
ered laser, take out wild bricks or slice through them tike 
butter. Invisible brickt cause chaos too. 

With all thit to contend with you tend to forget 
about the ball altogether Who caret where n is when you 
have just made a double-elongated bat and can't move 
tideways far enough to avoid the bomb now on its in** 
orable way towatds you Highly recommended for all aget 
and reflews. 

See you nert month I 



ADVANCE O COMPUKH INTf HTAINMENT 119 



^ HOLPON-. A 
-T^TKESE ARE tfWKP) 
CVSCS/' 



HI JOHN! 

COME ANPLCXX AT THIS... 
I'VE JUST GOT HO/.P OF 



PONT YOU KNOW 
ITS AGAINST THE LAW 
TO NAVE THESE? 



WELL, ( 6AW THE 
/FA ST- AP5 t BUT f 
PIPM*T REALLY THINI 



|T5 UPTO 
EOPLE UKE Y0l/AMP/>f£ 
TO 5JDPTHB PfXm?. 



-ANP/vtSX 
A EE OFFERING i/OOO 
IF WE HELP. 



LT8 TURN THE TAi 
ON THESE CROOKS. 
VE GOT THE NUM&ER FOR 
FA ST. HERE. 



HELLO FA ST. 

GET HOLPOFA PEN, 
I'VE GOT AN 
ADPRESSFDR. 



FOR INFORMATION 
LEADING TO A 
PROSECUTION 
& CONVICTION 

mcA^GN^oRGANSEDBY 4^ y INFORMATION ON PIRACY SHOULD 




EL S P 



SIR 



A 




MM* li&m w-*tff i*»ts**s issau-a. 



BE PASSED TO F.A.S.T. (THE FEDERATION 
AGAINST SOFTWARE THEFT) PIRACY 

TELEPHONE 071-497 8973 ISTHEFT 



pink pages 



ACE DIARY 



AUGUST 1991 



11-17th July 
SOFTWARE RELEASES 



GBH: Super Cars (ST. Amiga 
£7.99). Re-released top-down 
racing game In futuristic set- 
ting. Further oldies from the 
Gremlin back catalogue to be 
released this week: 
Impossamole (ST. Amiga 
£7.99). Footballer of the Year 
2 (ST, Amiga £7.99). Kid 
Gloves (originally from 
Millenium - ST, Amiga £7.99). 
Cloud Kingdoms (also ex- 
Millenium - ST. Amiga £7.99). 

Mindscape: Blue Max (ST 
£30.99). Air combat in World 
War I. Das Boot (ST £30.99). 
Submarine simulation. 

Mindcra ft/Electronic Arts: 
Keys to Maramon (Amiga 
£25.99). 360/Electronic Arts: 
Armour Alley (PC £29.99). 
Interplay/Electronic Arts: 
flart/ecfiess 2 (Amiga £25.99). 
Graphically-led chess game 
where the pieces actually 
materialise and fight one 
another for possession of the 
squares. 

Ubl Soft Fast Lane (PC 
£29.99). Five racing games: 
Stunt Car Racer, Hard Drivin, 
vit9. Ferrari Formula One and 
Chicago 90. 

Empire: Space 1889 (PC 
£29.99). 

Sunday 11 

Molot Racing: Hungarian Formula 
One Grand Prw in Budapest - can 
Nigel Mansell make up some of the 
deficit on Ayrton Senna? 
Monday 12 

Cricket: Final Day of the Fifth Test 
between England and West Indies, 
at The Oval. The grouse shooting 
season opens. 
Tuesday 13 
Wednesday 14 
Thursday 15 
Friday 16 

Birthday of Madonna, in 1958. 
Saturday 17 

Anniversary of the Proclamation of 



Independence, Indonesia. Football; 
First Saturday of the 1991-92 
Barclays league season. 



18-24th August 
SOFTWARE RELEASES 



Cinemaware: Double Double 
Bill (Amiga £i5.99). TV Sports 
Football. TV Sports Baseball, 
Wings and Lords of the 
Rising Sun, all in one pack- 
age 

Mirror Image: Sinbad (ST. 
Amiga. PC £9.99). Conflict 
Europe (ST, Amiga, PC £9.99). 

Image Works/Konami: Bill 
Elliots' NASCAR Racing. (ST. 
Amiga £35.99). Motor racing 
game in Indy 500 style. 

Electronic Arts: Powermon- 
ger Clue Book (€7.50). Hints, 
tips and tactics for 
Powerrnonger addicts. EA 
Hockey (Sega Megadrive 
£39.99). Ice hockey action 
game. Battlechess (CD-TV, 
price TBA). 

Psygnosis: Amnios (ST, Amiga 
£25.99). Pilot your craft 
around several planets, 
destroy anything that moves, 
marvel at the graphics along 
the way. Psygnosis Suxlers: 
Blood Money (Amiga £7.99, 
PC £9.99). 

Empire: Megatraveller 2 (PC 
£30.64). Follow-up to 
acclaimed strategy game 
(though ft hardly seems a 
week since MT1 hit the 
streets). 

Sunday 18 

1959: the first Mini, produced by 

the British Motor Corporation, was 

unveiled today. 

Monday 19 

Tuesday 20 

Wednesday 21 

Thursday 22 

The new law allowing pubs to stay 
open alt day took effect on this day 
m 1988. Cricket: test match, 
England vs Sri Lanka, begins at 
Lords'. 



Friday 23 

Liberation Day, Romania, 
Middlesex County Council 
announced plans to open a new 
type of school, called 'comprehen- 
sive', on this day in 1948. 
Saturday 24 

Athletics: World Championships 
begin in Tokyo. 



25-31st August 
SOFTWARE RELEASES 



Image Works: Xenon 2: 
Megablast (CD-TV, price TBA). 
The graphics, the scrolling, 
and most importantly, the 
music, all on Amiga CD. 
Fa/con (CD-TV. price TBA). 
Flight sim with heavy empha- 
sis on realistic controls. 
Spectrum Holobyte: Flight of 
the Intruder (Amiga £30.99). 

Mindcraft/Electronic Arts: 
Rules of Engagement (Amiga 

£25.99). 

Lankhor/Ubi Soft: Maupiti 
Island (ST. Amiga £25.99). 
Ubl Soft: Ironlord (PC £29.99). 
Graphically-led mediaeval 
saga. Winning Five (ST. Amiga 
£25.99). Compilation compris- 
ing Ironlord, Night Hunter, 
Twin Worlds, Puffy and Sir 
Fred. Pro Tennis Tour 2 (PC 
£29.99). About the nearest 
you can get to the real thing 
on computer at the moment. 

Activision: Beast Busters (ST. 
Amiga £25.99). Defeat the 
zombies investing the city 
centre. F-14 Tomcat (PC 
£35.99). Flight sim based on 
plane featured in Top Gun. 

Sunday 25 

Motor Racing: Belgian Formula One 
Grand Prix at Spa. 
Monday 26 

Bank Holiday England and Wales. 
Tennis: US Open begins in New 
York. Anniversary of first BBC trans- 
mission of TV pictures using both 
images and sound, in 1936. 
Tuesday 27 
Wednesday 28 
Thursday 29 
Friday 30 
Saturday 31 

National Day. Malaysia National 
Day, Tnmdad and Tobago. 



1-7 September 
SOFTWARE RELEASES 



Domark: James Bond 
Collection (ST, Amiga £29.99). 
Compilation comprising 
Licence to Kill. Live and Let 
Die and Spy Who Loved Me. 
Thunderjaws (ST. Amiga 
£24.99. PC £29.99). 
Underwater mayhem with 
mutant sharks and the like In 
Tengen coin-op conversion, 
delayed from originally 
scheduled July release. 

Mindcraft/Electronic Arts: 
Magic Candle 2 (PC £29.99). 
Fantasy role-playing as you 
explore the dreaded domain 
of Gurtex. Zone Warrior (ST. 
Amiga £25.99). Platform 
game with five time-travel 
scenarios and plenty of 
mates and puzzles en route. 

Gremlin: Pegasus (ST, Amiga 
£25.99). Airborne shoot 'em 
up on horseback (I). 

Lankhor/Ubi Soft: vVoom 
(£24.99). Racing game. 
Ubl Soft Music Master (ST, 
Amiga. PC £34.99 - ST and PC 
with sound cartridge £44.99). 
Tutorial and composer pack- 
age. 

Empire: Twilight 2000 (PC 
£30.99). Tank simulation. 
Deathbringer (ST, Amiga. PC 
£30.99). Multi-screen arcade- 
style game with you as Karn. 
man with a sword and a mis- 
sion to wreak havoc. 



SEPTEMBER 



Sunday 1 

All Formats Computer Fair arrives 
m Leeds, at the University Sports 
Centre. Doors open 10.00am; 
Contact number for organisers: 
0225 868100. Athletics: Final 
Day of World Championships in 
Tokyo. 
Monday 2 
Tuesday 3 

1967: Sweden switched from driv- 
ing on the left, to driving on the 
right hand side of the road. How? 
Wednesday 4 
Thursday 5 
Friday 6 

The UK industry's biggest exhibi- 
bon, the Computer Entertainment 
Show opens at Earl's Court 2, 
London at 9.00am. Phone the 
information hotline on (0839) 
500820 for details. 
Saturday 7 

ECES continues, plus All Formats 
fair in Victoria (info from the 
organisers on. 0225 868100). 
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Ho! Ho! Our request for bogus game scenarios 
last month had us rolling in the aisles for, well, 
at least five minutes. The winner, after consider- 
able debate, has to be M. Furnival of Runcorn, whose 
entry kept us chuckling the longest: 

Mr Furnrval s spec for Penultimate Brawl i™ Intro- 
duced the hideous possibility of virtual reality beat-em- 
ups, featuring two game modes: '...TOTAL WEAKLING - 
lots of places to hide until those nasty men go away (or) 
SLOBBERING MANIAC - nowhere to hide, but who 
cares.. .you're there to eat human flesh!' 

The game kicks off (literally) as you Don your head- 
set.. .and watch in horror as a gang of roughnecks 
break bottles over the head of your girl. 

'Good luck!' exhorts the blurb, '...and let's be careful 
out there! Well done, MF, your game is on its way. And 
an honourable mention to Nick Oldfield who managed to 
come up with a scenario that punned on literally dozens 
of well-known games. 



And now for a mega compo because, as you'll find out 
below, Blitter is departing ACE this month after four 
years of (mostly) faithful service. He reckons you 
deserve something a tittle bit special for putting up with 
him, and here it is... 

ACE is mounting the Advancing Computer 
Entertainment conference at the ECES in Earls Court in 
September (on the 5th and 6th, to be precise). At the 
lime of writing, this conference will give games enthusi- 
asts the unique chance of meeting and hearing from 
such luminaries as Chris 'Balance of Power' Crawford. 
Brian Beyond Zork' Monarty, and a host of others. This 
is a senous affair - perhaps the first professional com- 
puter games design conference ever held in 
Europe - and the entry price reflects this: £65 for 
two days, eight speakers, lunch, and a panel ses- 
sion. 

tf you think that's pncey, remember that equiva- \ 
lent events cost at least £200 to enter and usually 
much more. However, we recognise that for some 
ACE readers this sort of cash is out of the ques- 
tion, so Blitter is stepping in with a unique chance 
for five lucky chaps (or chappesses) to get in for a 
duck. If you win. you'll be rubbing shoulders with 
some of the biggest names in showbusmess. 

So here's your chance. Simply write down on a 
postcard the name of the game you consider to be 
the best designed program you've ever played, 
and then tell us why you chose it. The five tickets 
will go to the five entries that demonstrate to us 
the keenest design sense - you don't have to be 

~~[ literate, abel to spel, or even funny - 
I we just want five people who REAL- 
LY think they know what makes a 
good game, and who can tell us 
1 what, in their opinion, that X-factor 
j is. Get to it! The address for entries 
is: 

; ACE Blitter Good Bye Compo 
Priory Court 
3032 Farringdon Lane 
London 
j EC1R3AU 

...and the deadline for entries is 
j August 30th. You MUST also include 



your daytime or evening telephone number for contact, 
just in case you win! 

For many of you, especially those of you involved in 
entertainment media, this conference is really too 
important to miss. You can book a ticket by telephoning 
Steve Cooke or Sarah Ewmg on 071 251 6222 for 
details. Attendance is strictly limited and interest is 
already running very high, so get in touch soon if you 
don't want to miss out. 



And so farewell, after 48 issues. Blitter can exclusively 
reveal that ACE was originally going to be called Blitter 
(yes, it's true) but a last minute decision went for ACE 
instead, with Blitter being reserved for the final page. 

Early Blitters make pretty ironic reading - the first 
reported how Durell Software's latest astrology program 
had predicted that the company would get into financial 
trouble. The company disappeared soon afterwards. In 
the second issue, Stuart Bell and Wild Bill Stealey of 
Microprose are seen cutting a celebratory cake togeth- 
er - later they were cutting each other as Bell stormed 
off to start Electronic Zoo. Then it was Telecomsoft and 
Hewson going to court - now both of them are off the 
case. Plus ca change... 

...And the games. ...Blitter particularly enjoyed 
Impact (the Arkanoid derivative). Plutos (an early ST two- 
handed sboot'em'up). Bonecruncher from Superior, 
Ultima V. Cosmic Osmo (while it lasted), Lurking Horror 
(what other game has had rats chittering' in it?), Beyond 
Zork and, more recently, Martian Dreams. Old readers 
will always be welcome at the Sunnyside Home for 
Retired Hacks, but watch out for that bedpan. .. 

• B/it Bfrtf 



CD-I EXCLUSIVE! 

Next month brings ACE readers a red hot 
exclusive that could take the ltd off the 
future of home entertainment systems. 
We've 3ll heard endlessly about CDJ, but 
now Phrlips have invited us for an in-depth 
lour of the Eu'Opean software development 
labs in Dorking, We'll be able to tell you in 
detail about the sort of games you'll be play- 
ing when the system launches next year, 
how it compares with CDTV, how much it s 
likely to cost and - the nitty gritty - whether 
it s worth saving up those pennies for... 



IN NEXT MONTH'S ISSUE 

Next month we're launching the 5th Year 
of ACE with news of some major 
advances in magazine technology! We're 
not giving anything away, but get next 
month's ACE for the full story! Plus... 

• The Gremlin conference: check out the cur- 
rent games in development at the home of the 
hottest racing sims around... 

• Exclusive pre-ECES show reports... 

• ...And a host of surprises. Don't miss it! 



Dear Newsagent, 

You may not have noticed, but I'm a damn 
slight quicker on the fire button than your 
average Joe. My exalted gamesplaying status 
demands nothing but the best, so please 
reserve me a copy of the world's hottest com- 
puter entertainment magazine: ACE. 
PS ACE is out on the 8th of every month. 



Name 

Address 



Games dub 
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l ALL PRICES INCLUDE UK POSTAGE & VAT £ 



Sega Game Gear 

FREE Mains powerpack 

FREE Special Reserve membership 
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ChequevP O Access Mastercard Swiich. V<sa 

Credit ctni dale Switch Issue Numbef 

Cheques payable to: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

0>»ihi Order*: EEC sofiwa-e o roe's - rto e«1'i charge 

World software orders please add £1.00 p#' item 
Norv-sorrwore items please add tos EEC or 25'* Weld 
OvfiMi orders musr be paid by credit card. 



